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LAY YOUR FINGERS ON A 
BART SIMPSON POSTER! 


Now you can hang out 
with Bart Simpson, 
every day! 
For a free poster, send 
3 Butterfinger®Candy Bar 
wrappers (2.1 oz. or larger), 
plus your name, address 
and zip code and $1.25 
(check or money order) for 
postage and handling to: 
Butterfinger® /The Simpsons™ 
Poster Offer 
P.O. Box 14171 
Baltimore, MD 21268 


Retail Value $5.00 
Actual poster size: 
0-1/2" X 31-1/2" 


Allow 6-8 weeks for delivery. Offer good only in USA. s : 

Void where prohibited, restricted or taxed. Offer expires 2/28/91. he Py x 
THE SIMPSONS™ & ©1990 Twentieth Century Fox Film Corporation. a ms 

All Rights Reserved. e 


©1990 Nestlé Foods Corporation. MATT GROENING 


The Super Famicom, Nintendo’s next-generation 
videogame system, is scheduled to be introduced in 
Japan in late November (see page 10). One of the first 
accessories expected to be announced for the Super 
Famicom is a CD-ROM player. 

As with NEC’s CD-ROM for the TurboGrafx-16, 
Nintendo’s device will allow you to play videogames 
released on compact discs instead of cartridges. (The 
Nintendo and NEC players won't be compatible with 
each other, though.) Sources say Nintendo’s CD-ROM 
will be released in Japan sometime in 1991. We hear it 
willbe priced lower than NEC’s $399 player — perhaps 
as low as $199. 

Nintendo’s CD player may also include the new 
QSound technology we covered in October. When a 
game machine equipped with QSound is connected to 
a stereo sound system or stereo TV, music and sound 
effects can seem to come from anywhere in the room 
— even from behind your head! 

If all this comes true, we think it’s exciting news 
for gamers. The vast amount of storage available on 
CD creates the potential for some truly amazing new 
games. 

The key word, however, is potential. CD games 
aren’t automatically better than cartridge games. It 
takes more work to design a game that takes advan- 
tage of the full potential that CDs have to offer. 

In the past year, for instance, only three 
TurboGrafx-CD titles have been officially released in 
North America: Fighting Street, Monster Lair, and Ys: 
Book Land II. It would be a mistake to judge the poten- 
tial of the CD format by these three games. They aren’t 
bad games, but the first two probably could have been 
done just as well on cartridge, and Ys — although it’s 
the most ambitious CD title to date— barely scratches 
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the surface of what's possibl 

NEC says their upcoming CD tit 
and we know they’re not just blowing smol 
seensome of the production techniques being us: 
Cinemaware’s It Came From the Desert, a TurboC 
CD game based on the 1954 monster movie Ther 
Instead of relying exclusively on computer | i 
like other videogames, It Came From the Deser' 
feature real actors and actresses playing out scenes 
before TV cameras. The images are being digitize 
and transferred to CD, along with digitized sounds 
and computer animation. 

We're anxious to see what Nintendo’s CD gai 
look like. For a long time, we've believed that 
future of electronic gaming lies in some form of i 
teractive laser disc. No other format offers tl ss 
storage demanded by today’s gamedesignersandthe __ 
low cost demanded by consumers. 

Floppy disks aren’t the answer. Compute 
publishers are hungering for a storage medit es 
CD-ROM, because right now they’re packing as: any 
as a dozen floppy disks in their game boxes, an: 
still not enough. is 

Bigger cartridges aren’ttheanswereither, although _ 
that’s the approach taken by SNK’s Neo-Geo. 


and sound, and some people are predicting it wi 
revolutionize the game industry. However, we i 
the Neo-Geo actually reveals the greatest weakness of 3 
cartridge-based systems: Big-memory carts are jus 
too expensive for most consumers. Due to high 


even more if Be use the Neo-Geo’ s fall 330- f 
capacity. By comparison, a CD holds 4,400 megabi oe 
and can be profitably sold for under $10. 
It matters little whether the laser disc forma that y 
eventually succeeds comes from NEC, Nintendo, Sega, 
Sony, Philips, or some other company. What 
portant is that game dea will He hav 


will enjoy videogames that go (9 bere any ing 
available today. 


Tom R. Halfhill, Se eee 
Editor ae 
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SNK: Serving the Game Players of the World since 1973 
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Little League Baseball: 
Championship Series 


LITTLE LEAGUE BASE- 
BALL! It’s the game every kid in 
America loves to play ... And 
now you can experience the fun 
and excitement of Little League 
Baseball at any time of the year, 
rain or shine, day or night — right 
in your own living room! 

Create your own winning team 
of players with batting, fielding, 
pitching, and running characteris- 
tics you can tailor to your own 
specifications. Then challenge a 
friend or the computer to a world- 
wide Championship Series 
tournament. 


You are in full control of your 
players: Jump or dive for a tricky 
catch ... Choose a full swing or a 


bunt for your batter ... Shift 
fielders at will ... Sendin a pinch 
hitter or runner ... Select a fast 
ball, slow ball, or curve ball for 
your pitcher .. . Steal a base if you 
dare ... Or you might even try a 
squeeze play! 

Little League Baseball has been 
an American institution for 50 
years — and you can be a part 
of it. If you’re a Little League 
fan or a Little League player — 
or if you ever wanted to be — 
here’s your chance to go for the 
glory! 


Crystalis 


WHEN the Great War brought 
civilization as we know it to an 
end, it ushered in a new era of sor- 
cery and magic. The magicians 
used their magic to keep peace for 
a hundred years ... Until an evil 
magician named Draygon began 
to use his powers for conquest. 


To combat Draygon, the other 
magicians constructed four 
swords of wind, fire, water, and 
thunder. Used together, they 
would transform into the mighti- 
est weapon ever created: Crystalis. 
But Draygon seized the weapons 
and scattered them far and wide. 

Only one hope remained: A 
young lad, himself a great magi- 
cian, who had been imprisoned 


and frozen during the Great War. | 


The magicians pooled all of their 
powers in an attempt to revive 
him. When the boy awoke, they 
had vanished, leaving him to find 
his destiny in this strange new 
world. 

In CRYSTALIS, you play the 
role of the young magician, mak- 
ing your way through Draygon’s 
hostile land in an effort to locate 
the weapons you will need to 
defeat him. Draygon’s monsters 
and black magic will threaten you 
at every turn; but you must not 
falter — only you can deliver the 
world from his scourge of evil! 


Mechanized Attack 


AT FIRST, it looked like just | 


another revolution. But reports 
have come in that the rebel forces 
are backed by an unusual array of 
high-tech weaponry — and that 
the rebel soldiers may actually be 
a fearsome new breed of fighting 
robots! If this revolution succeeds, 
the safety of the entire world may 
be threatened ... And that’s 
where you come in. 

You must attempt to infiltrate 
the island base of the rebel forces. 


| But before you even reach the 


shore, you’ll have to contend with 
enemy gunboats, frogmen, chop- 
pers, and destroyers. The island 
itself is patrolled by enemy soldiers 
armed with machine guns, daggers 
and grenades; vicious attack dogs; 
and lethal airborne probes, pro- 
grammed to destroy intruders on 
sight. And.if you reach the rebel 
headquarters, you will face the 
most terrifying threat of all — 
only no one has made it back to 
reveal its nature. 


By 


I AOK° 


Many unknown dangers lie in 
wait, but you'll be equipped with a 
complete arsenal — an assault 


| gun, rocket launcher and grenades 


— to provide you with a fully 
mechanized system of attack. You 
haven’t got a minute to waste — 
it’s time to launch your 
MECHANIZED ATTACK! 


| Dexterity 


DEXTER DOLITTLE has an 
amazing imagination! He can 
imagine himself to be anywhere he 
would like — including his many 
magic puzzle rooms. 

Guide Dexter on his merry way 
as he jumps from tile to tile, 
flipping them over — while he 
| dodges, blocks, and captures cap- 
tivating characters of all shapes 
and sizes. Some of his magic puz- 
zle friends can be changed into 
| fabulous fruits. Find the hour- 
| glass, hammer, and magic heart to 
gain bonus points and extra imagi- 
nary rooms. But watch out for the 
scary skull, which can stop Dexter 
short before he finds the delecta- 
bly delicious ice cream worth 5000 
points! 


You won’t find more fun and 
fantastic haphazards in any other 
Game Boy cartridge as you will in 
these 30 nimble-fingered, fast- 
| paced rounds of Dexter’s dubious 
imagination. 

So find the magical key to 
unlock the door to not only 
Dexter’s, but your own wonderful 

imagination! 


SSNK 


SNK Corporation of America 
246 Sobrante Way 
Sunnyvale, California 94086 


© 1990 SNK Corp. of America. Nintendo, 
Nintendo Entertainment System, and Game Boy 
are trademarks of Nintendo of America Inc. 
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Why mow the lawn when you can fone After dinner, you can always battle maggots, RYGAR, the 2 player Frais bit that pits ‘you 
oncoming planes and destroy secret military blood-flies and drools in the dangerous 8 against ferocious beasts, hideous demons or 
bases in nine action missions with BLUE player game — SLIME WORLD. worse, your best friend. 

LIGHTNING. 


PAPERBOY. Fling papers at non-subscribers, RAMPAGE. Become a 60 ft. beast, demolish '. Encounter loathsome beings. Escape from 
race your bicycle on people’s lawns — i buildings and eat tanks as an army attempts horrible creatures. It’s you against the evil 


other words, the ultimate afterschool job. to destroy you. Up to 4 players can take partin _ empire in the game of GAUNTLET. 
the destruction. 


Warm up the brain cells. Condition And now you can play them 
those fingers. Break out the antacid. on earth. In fact, anywhere on 

The new Lynx earth. Because the 
cartridges are here. Lynx is the world’s 

Twelve of the first portable, color 
roughest, toughest, video game system. 
most challenging With its totally 
game cartridges in the Cosmos. unique 16 bit graphics engine, 


Blue Lightning, Slime World, Zarlor Mercenary™ Epyx, Inc. Xenophobe, Rampage™ Bally Manufacturing Co. Klax, Paperboy, Gauntlet, Road Blsster™ 


Scenes 
IC 
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ROBO SQUASH. The ultimate paddle game. XENOPHOBE. Trapped in a space station, you 


For Adults. 


The goal is to squash the enemy and line up must destroy the aliens. Side-scrolling falling bricks. Stack ‘em for points. And try to 
Jour globes in a row to win. But be careful, adventure for up to 4 players. do it all before your dad asks to borrow it. 
three splats and you're out. 


by 


ROAD BLASTER. Drive and avoid mines, 
exploding towers and enemy vehicles for 


play in the back of the car. or break for lunch. 


the Lynx lets you play arcade 
quality games that really look like 


Two opponents. Three opponents. 
Or you can even link up with seven 
other players on certain games. 

So if you don’t already own a Lynx, 


arcade games. In 4 channel sound. 
Play by yourself. With one opponent. 


It’s a galactic shoot out between you and Help MS. PACMAN escape the marauding 


1 aliens in the 4 player gameZARLOR ghosts by guiding her through multiple mazes 
points and make it through 50 levels. Great to MERCENARY. Your only hope is to kill them all 


gobbling up dots, energizers, fruits and 
pretzels. 


you better hurry. Because they’re 
going fast. And so are all these game 
cartridges. 

Visit the videogame section in your 
favorite store now. 

Before they’re wiped out. 


fe NT 


Atari Games Corporation. Ms. Pac-Man™ Namco, Lid. Rygar™ Tecmo, Lid. Atari, the Atari logo, Robo Squash, Lynx™ or ®™ Atari Corporation, Copyright 1990. 
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A ATARI 7800 


The Alien Brigade has entered 
the Atari 7800 system. Attacking 
with full frontal fury. Infiltrating 
your army. Turning your men into 
slimy zombies. 

You've got a war on your hands. 
You've got to stay alive, man. You’ve 
got hostages to rescue. And your 
weapons are joystick or light gun 
controlled. So start wasting em. 
But be careful, you could be 86ing 
your own men. 


One of the new 
games for the Atari 7800. 
Now oozing its way to a 
store near you. 


PLAYERS 


Od <> — “a — 
SUPER FAMICOM DEBUTS IN JAPAN 


Nintendo’s next-generation home 
videogame system, the 16-bit Su- 
per Famicom, was scheduled to hit 
Japanese stores in late November. 
Despite everything that’s been 
written about the system in the 
U.S. and abroad, Nintendo was 
still expected to spring a few sur- 
prises. 

For example, among the new 
titles announced for the Super 
Famicom are two strategy games 
originally released for personal 
computers in the U.S. and U.K:: 
Sim City and Populous. In Sim City, 
youcontrol the urban development 
ofa growing metropolis, balancing 
such factors as population growth, 
transportation, and taxes. In 


Nintendo's 16-bit Super Famicom 


GAME PLAYER'S 


Populous (which is also available 
for the Sega Genesis), you play a 
god whose people are struggling 
for survival against another tribe 
controlled by an evil god. 

Other Super Famicom titles in- 
clude more traditional action 
games, such as Super Mario World 
(the latest installment in the im- 
mensely popular Mario Bros. se- 
ries); Gradius III (aspaceship shoot- 
em-up); F-Zero (a futuristic driv- 
ing game); and Pilotwings (a flight 
game thatlets you fly hang gliders, 
biplanes, and parachutes). 

This unusually broad lineup 
suggests that Nintendo will mar- 
ket the Super Famicom to a wide 
variety of game players right from 
the start. 

As expected, the 
16-bit Super Fam- 
icom’s graphics and 
sound capabilities 
are a major improve- 
ment over those of 
the 8-bit Nintendo 


tem. The Super 
Famicom is also 
technically superior 
to its main 16-bit ri- 
vals, the Sega Genesis 
(known in Japan as 
the Megadrive) and 
the NEC Turbo- 
Grafx-16 (known in 
Japan as the PC En- 
gine). 
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Tom R. Halfhill 
and Tony Takoushi 


Super Mario World 


The Super Famicom can dis- 
play a total of 32,768 different col- 
ors, compared to 52 colors for the 
NES, and 512 colors for the Gen- 
esis and TurboGrafx. Depending 
on the graphics mode in which a 
game is written, the Super 
Famicom can display 128, 256, or 
2,048 colors on the screen at once. 
That compares to 16 colors for the 
NES, 64 colors for the Genesis, and 


* 256 colors for the TurboGrafx. 


Screen resolution is equally 
impressive. Resolution is mea- 
sured in pixels (screen dots), and, 
in general, the more pixels dis- 
played on the screen, the sharper 
the graphics. The Super Famicom 
has at least two different screen 


AATART7800 


You are the Ikari warrior on 
the Atari 7800 system. 

You go behind enemy lines 
with nothing but machine guns, 
tanks, grenades and a prayer. 
You and your buddy wipe out 
the enemy, dodging bullets, 
knives and missiles. You have 
to rescue the colonel from an 
impenetrable fortress. And 
ammo is running low. Yes, war 
is hell. But you can handle it— 

with one or two players. 
One of the new games for 
Atari 7800. Try it. If you’re man 


THE BOYS ARE MAKING HOUSECALLS. 


ad WE |[ EG. aad eae a | 
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Gradius ill 

modes: 256 pixels horizontal by 
224 pixels vertical, and 512 x 448 
pixels horizontal/vertical. That 
compares to 256 x 192 pixels for the 
NES, 320 x 220 for the Genesis, and 
320 x 224 for the TurboGrafx. 

However, it’s not yet clear if 
the Super Famicom can display its 
high-resolution mode (512 x 448) 
on a standard TV. Most personal 
computers offer screen modes with 
similar resolutions, but they all 
require special computer monitors 
to display a sharp picture. Even if 
a high-resolution video signal 
could be fed into a regular TV, the 
large number of pixels would ex- 
ceed the TV’s ability to display 
them clearly. As a result, the pic- 
ture would look fuzzy. 

Nintendo obviously thought of 
that, because the Super Famicom 
is indeed designed to work with 
high-resolution computer moni- 
tors. In addition to its regular TV 
output, the system has an output 
for an RGB (red-green-blue) moni- 
tor. The RGB cable is optional. 

For creating sound effects and 
music, the Super Famicom has both 
an 8-bit sound chip and a very fast 
digital signal processor. The sound 
quality approaches that of audio 
compact discs. It’s apparent that 
realisticsound effects and digitized 
speech will be prominent features 
of Super Famicom games. With an 
adapter, the Super Famicom can 
be hooked up to stereo TVs or 
sound systems for high-fidelity 
stereo reproduction. 
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Themaincomputer 
chip that controls the 
Super Famicom is a 
16-bit version of the 
8-bit chip used in the 
NES. It’s capable of 
running at three dif- 
ferent speeds, in- 
cluding the same speed as the NES. 
This implies that Nintendo may 
introduce an adapter that would 
allow the Super Famicom to play 
8-bit Nintendo cartridges, similar 
to the Power Base Converter that 
permits Genesis owners to play 
Sega Master System games. 

Two controllers come with the 
Super Famicom, and they closely 
resemble NES controllers except 
for two ex- 


Weresss tra buttons 


0‘ o4"08 


labeled X 
and Y. All 
other but- 
tonsare the 

= same: A,B, 
Zero Start, Se- 
lect, and across-shaped directional 
pad. The connectors aren’t com- 
patible with the NES, however, 
because they have seven pins ar- 
ranged in a single row. 

Behind the machine is another 
connector labeled “Multi Out,” 
possibly for the RGB adapter or 
other devices. And on the bottom, 
covered by a sliding door, is a 28- 
pin connector similar to the expan- 
sion port hidden inside the NES. 
This connector could allow the 
Super Famicom to work with a 
wide variety of external devices, 
none of which has been announced 
yet. Likely possibilities: a modem 
for accessing online games and 
other services via telephone; a 
compact disc player for CD games, 
similar to the one available for the 
TurboGrafx; and perhaps even a 
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keyboard and floppy disk drive 
for converting the Super Famicom 
into a full-fledged personal com- 
puter. 

Several companies have signed 
up with Nintendo to produce 
games for the Super Famicom, in- 
cluding Konami, Activision, Vir- 
gin Mastertronic, Imagineer, and 
Mirrorsoft. 


Pilotwings 
Japanese prices for the Super 
Famicom are comparable to other 
16-bit systems. The Super Famicom 
retails for 25,000 yen (about $184 in 
U.S. dollars) and games sell for 
under 8,000 yen (about $60). 
Nintendo hasn’t announced 
when the Super Famicom will be 
available outside Japan. Most ob- 
servers (including Game Player's) 
think the machine will be rede- 
signed and released in the U.S. by 
fall 1991. Some importers are al- 
ready advertising the Super 
Famicom in the U.S. and Canada, 
but this is the Japanese version. 
Although it will work with North 
American power supplies and TVs, 
it may not be compatible with U.S. 
game cartridges when Nintendo 
releases the U.S. version. As was 
done with the U.S. and Japanese 
versions of the NES, Nintendo may 
decide to make the U.S. and Japa- 
nese versions of the Super Famicom 
incompatible with each other in 
order to discourage the unautho- 
rized importing of game cartridges. 
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Here's the deal. We've got a test 
called the G.A.T. The Genesis Aptitude Test. 
Answer questions | through 7, send in your answers 
on a piece of paper with your completed 
entry form, and you could win 3 new Genesis titles 
from Electronic Arts. 


Sharpen your minds and begin... . 


G.A.T. QUESTION “~ 


BUDOKAN THE \ 
MARTIAL SPIRIT" , 
FEATURES KARATE, BO, ; 
NUNCHAKU, AND KENDO. ||, 
EACH MARTIAL ART HAS ii 
OVER __ UNIQUE MOVES: 
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G.A.T. QUESTION #1 
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3 IN he 
= POPULOUS; / — 
WHICH DISASTER A ie 
CAN'T YOU UNLEASH, 


ae” 
A. Catastrophic earthquakes i : 
B. Erupting volcanoes 


C. Whopping great 
cataclysmic floods 

D. Oozing, pestilential 
swamps 

. World-wide acne epidemic 


G.A.T. QUESTION #3 


@ IN JOHN MADDES 
@ FOOTBALL 
THE ONLY THING YOU 
CAN'T MAKE YOUR 
PLAYERS DO IS: 


A. Call 100 different pro plays 
from John Madden's playbook 


B. Hit hard, hit often, hit mean 
C. Sell popcorn at the game 


D. Dive, spin, jump, break 
tackles, and call audibles 
. Tough it out in the mud or 
snow to win Super Sunday 


YOU CAN MASTER: 


. Michael Jordan's awesome 
air reverse slam 

. Charles Barkley’s monstrous 
gorilla dunk 

. Isiah Thomas’ slashing drive 
and finger-roll 

. Clyde the Glide’s ferocious 
tomahawk jam 

. All of the above 


G.A.T. QUESTION 346 


BATTLE 


w 
SQUADRON IS: 
: 


A. An underwater chess game 
requiring wit and a large 
lung capacity 

B. Two Sopwith Camels and a 
Messerschmidt fighting a 
horde of locusts 

C. A Worid War ll simulation 

with genuine film footage 

. A rapid-fire space combat 

game with bodacious graph 

E. None of the above 


G.A.T. QUESTION #5 


THE __ 

IS THE 
CENTRAL WEAPON IN 
SWORD OF SODAN : 


A. Enchanted sword 

B. Killer parakeet 

C. Industrial strength chainsaw 
D 


. Small to medium-sized 
thermonuclear device 


E. Rubber chicken 


PLAYERS OVERCOME 
OBSTACLES KKB, 


. Land mines, hot dogsS@nd 
swamp shrews > 
. Lasers, hamburgers, and 
moving holes : 


. Gravity, relativity, and math anxiety 


. Terrorists, aliens, and dingo 
smugglers 

. Adolescence, socialization, 
and genetic inheritance 


BE A GENESIS QUIZ WIZ: 


WIN THREE GENESIS GAMES 


Just fill out the G.A.T. quiz and mail it (postmarked) before February 14, 1991. 
All G.A.T. quizes with 100% correct answers qualify for a drawing to win 
the next 3 of these 4 Genesis releases from Electronic Arts: 


CENTURION: —Rise from centurion to mighty Caesar as you conquer the 
DEFENDER OF ancient world. Spectacular graphics and a unique blend 


ROME™ of role playing and strategy make a great cinematic 
adventure. 

PGA TOUR® —Feel the pressure of competing with 60 PGA TOUR pros in 

GOLF real PGA TOUR tournaments and courses. The best of live 


action TV plus the most accurate, addicting golf simulation. 
ROAD RASH" —A daring, no-holds-barred, superbike road racing challenge. 
Knee-dragging danger. Anything goes—even the rules! 


DARK — Battle evil dragons, whipcracking henchmen, and mighty 
CASTLE™ wizards in a heroic quest to slay the Black Knight. 

Name 

Address Apt. 

City State Zp 

= T-Shirt Size 


Send completed G.A.T. Quiz to: 
G.A.T. Quiz, Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404-2497 


| would like to be a Genesis game advisor for Electronic Arts. Give me a call sometime. 


Sega and Genesis are registered trademarks of Sega Enterprces Lt 
Popes, Bolan the Maral Spt Later: versus Celis and th NBA 
Pays, Zany Goll, ad John Madden Fotal ae trademarks of Blec- — Ss 
tronic Arts. Sword of Sodan isa trademark of iscavery Software 
i Ct Sle a eS ——__—- 
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f you were playing arcade 

games back in 1983, you 

probably remember Dragon's 

Lair. This stunning coin-op 

game is often regarded as the 
first interactive cartoon, a mile- 
stone in the field of electronic en- 
tertainment. When Dragon's Lair 
first appeared, it breathed new life 
into what was then a sagging 
videogame industry. Unlike other 
arcade games, which relied on 
conventional computer graphics, 
Dragon's Lair used a video laserdisc 
player to offer true cartoon-quality 
animation. 

Even though Dragon's Lair cost 
50 cents to play —twice as muchas 
other arcade games at the time — 
thousands of arcade fans poured 
in their quarters. They played not 
only to win, but also to watch. The 
graphics and animation were like 
nothing anyone had ever seen in 
an electronic game. 

By industry standards, Drag- 
on’s Lair is now a golden oldie. The 
idea for the story and characters 
was conceived more than ten years 
ago by Rick Dyer, president of 
R.D.I. Video Systems. In 1979, Dyer 
started working on the game, 
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intending to move it eventually to 
home computers. His initial efforts 
included graphics drawn by hand 
on cash-register tape. He later 
moved his images onto film strips 
to sequence the game’s events. 

When video laserdisc technol- 
ogy became available in 1981, Dyer 
entertained another notion. After 
seeing The Secret of Nimh, a movie 
created by former Disney anima- 
tor Don Bluth (see “Behind the 
Scenes”), Dyer decided that true 
cartoon animation was a must for 
his game. 

The result was the coin-op ver- 
sion of Dragon’s Lair — but it was 
an expensive project. Producing 
the game required an investment 
of nearly $2 million (each arcade 
unit needed a Pioneer laserdisc 
player at about $800 a pop) and 
about 73,000 man-hours in ani- 
mation development time. 

While the technology of 
Dragon's Lair is late 20th-century, 
the story line is straight from the 
Middle Ages. Dirk the Daring, a 
knight of comic-hero proportion, 
must battle various dragons, 
monsters, and other creatures to 
save the beautiful Daphne, who 
has been kidnapped by the evil 
Mordroc. The plot might seem like 
a cliche, but such a tale was never 


Dirk the Daring made his debut 
] in the arcades with the 1983 
laserdisc version of Dragon's Lair. 


Your first mission is to cross the 
drawbridge into Mordroc’s 
2 castle. It’s not easy to make it 
past the moat’s resident dragon. 
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25 FIRST PRIZES: 
MATTEL® POWER GLOVE™ AND 


OFFICIAL RULES 

1 No Purchase Necessary. To enter the sweepstakes, complete the subscription form/ subsidiaries, advertising and promotion agencies and VENTURA ASSOCIATES, INC., and their 
sweepstakes entry, or on a 3” x 5” ploin piece of poper, hand print your nome, address, families are not eligible. Odds of winning are determined by the total number of entries 
City, state, zip code, sneaker size, and the words to mail to: “Play to received. Circulation of this offer is not to exceed 4,260,000. All federal, stote ond local 
Win,” POBox 784, Gibbstown, NJ 08027. Sweepstakes begins 10/1/90 ond ALL ENTRIES les ond regulations apply. Void in Puerto Rico ond where prohibited. Taxes ore the 
MUST BE RECEIVED BY 12/31/90. Limit one entry per person. Not responsible for lost, responsibility of prize winners. No duplicate mojor prize winners, cash equivalents or 

illegible o postage due mal. No photocopied or mechanically substitution of prizes penitted except os moy be necessory due to unavlobiity, when 
0 prize of equal or greater value will be substituted. 


Complete the Official Sub- 
scription Form/Sweepstakes 
Entry bound into this fr ds ™ (5178 pe a); 


ore: (1) Grand Prize: 1 week trip to Universal 
f is ond 2 children). Includes round trip airfare and 
ccommodations. Subject to space ond departure availabilty. Must be token by 12/31/91 
$2,500); (25) Ist Prizes: Mattel® Power Glove™ ond o pair of Reebok® The Pump 


4, Winners will be determined jn random drawings on or before 1/15/91, by VENTURA 
ASSOCUTES, on independent judging organ Wane will 
be notified by mail ond major prize winners must complete on ofdavt of eligibility and 
ond Pizes Game Players” Paver Ge Gane 85 oF inl whch must be une wiin 1 days of date of otitan 0 


100) 
ee a K teinate winners will be selected. Prize notification letters or prizes retummed to a sponsor 
Fy Tope™ ($1295 ea); (1,000) 31d Pies: Game Player's” Encyclopedia of Trenbk aa Ga shehaticaer 
magazine. No purchase Kiendo® Games ($1095 e0); (2,000) 4h Pres: Teh (69 ire Niles of VENTURA ASSOCTES, INC, undelverole will be ovorded to oternate winners 


Prizes won by mi W in th ne of potent or are 
ation fanned tact rizes won by m wy be aw He nome of porent or adult guardian. If the 


j ici nan ° ne Grond Prize winner is a minor, 0 parent or guardian must accompa net. Entry 

necessary to win. See Official —— ses koma ne de zie ek ms et ey 
Rules for complete details. at tine of depane. Cetin blakoutdtes may oo sien eae es caste ea 

3. Sweepstakes open to 1 ts of the US. ond Cando, except the Province of 5. fe 

Quebec. Canadian winners must first cortectly answer a skil-testing question administered to 

by moil, Employees of Signal Research, | Reebok, their retailers, distributors, yi 
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send a stamped loge to: “Play 
Ni 08027. R te received by 
after the sweepstakes ends. 


ubscribe zl 
S N ow! Complete and mail the Subscription Form/Sweepstakes Entry now! 


GAME PLAYER'S, GAME PLAYER'S MAGAZINE, GAME PLAYER'S STRATEGY GUIDE, AND GAME PLAYER'S SPORTS FOR KIDS are trademarks of Signal Research, Inc. Nintendo 
and Game Boy are trademarks of Nintendo of America Inc. Signal Research, Inc. is not affiliated in any way with Nintendo of America Inc. 


rendered like this before. 

Nearly two years ago, Dragon’s 
Lair finally made its way to home 
computers, as Rick Dyer had origi- 
nally intended. While the graphics 
and animation of the Amiga ver- 
sion were highly impressive (see 
the “Amiga Players” column in 
Game Player's, April/May 1989), 
some people said the game lacked 
playability. But there’s no such 
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The Floating Lizard King 
appears early in the game 

] and attacks frequently 
throughout. 


As the elevator descends 
2 into the castle, you must 
decide where to jump off. 
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In the Gold Mines, avoid 
the vampire bats while 

3 leaping across the plat- 
forms. Don’t forget to 
grab some gold. 
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quibbling with the brand-new 
Nintendo version. 

You have to see and play this 
game to believe it. It’s so amazing, 
in fact, that Dragon’s Lair is sure to 
set a new standard for graphics 
and animation in the NES format. 
Best of all, it’s highly playable. 
You’re involved every minute of 
the game—even though you might 
be distracted by the beautiful ani- 
mation and graphics. The original 
soundtrack deserves accolades as 
well. The music does a splendid 
job of setting the medieval mood 
of the game. 

The production of the Nin- 
tendo version of Dragon’s Lair was 
similar to the production of a Hol- 
lywood movie. Sullivan Bluth In- 
teractive Media (SBIM), a subsid- 
iary of Sullivan Bluth Studios, hired 
MotiveTime, a software develop- 
ment company, to write the game. 
MotiveTime worked with the 
original laserdisc version to re-cre- 
ate the movements of Dirk and the 
other characters. The designers also 
adapted the arcade game’s plotand 
use of color. The final product, fin- 
ished this fall, is being sold by CSG 
Imagesoft. 

There’s also a distinctive inter- 
national flavor to the game’s pro- 
duction. Sullivan Bluth is based in 
Dublin, Ireland; MotiveTime is in 
Walsall, England; both SBIM and 
CSG Imagesoft are based in Los 
Angeles, California; and Imagesoft 
is owned by CSG, the Columbia- 
Sony Group based in Tokyo, Ja- 
pan. Sound complicated? It is — 
but many current videogames are 


continued on page 24... 
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or the first time in the history of mankind, 
you can play the existing 

16-bit library of killer TurboGrafx-16 games 
anywhere in the known world 

with the new TurboExpress” Handheld 
Entertainment System. 


‘TV Sports Foothall™ is a trademark of Cinemaware Corporation ©1990 Cinemaware Corporation. Bonk's Adventure™ is a trademark of NEC Technologies, Inc. ©1898 Hudson Seft, 1998 Atlus Ltd., 1990 Red. 
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TarboExpress, TurboVision, TurboGrafx are trademarks of NEC Technologies, Inc. 


Just buy a TurboGrafx=16 system and you'll not only get Keith Courage in Alpha Zones; 
games worth up to $70 totally free. How can we be so generous? See your dealer for 


Keith Courage in Alpha Zones™ and TurboGrafx are trademarks of NEC Technologies, Inc. © 1990 NEC Technologies, Inc, Call the TurboTeam at 1-708-860-3648 for details. 


you'll also get any one of 38 selected other killer TurboGrafx-16 
details. This offer good between Oct. 1 and Dec. 31, 1990. 
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being developed with similar ar- 
rangements across continents. 

The same network of compa- 
nies is also delivering the new 
Game Boy version, Dragon's Lair: 
The Legend. It’s totally different 
from its NES cousin in both con- 
cept and game play, but it too is a 
graphics knockout. (For a detailed 
look, see “Game Boy Players” else- 
where in this issue.) 
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A Difficult 
Challenge 


The NES version of Dragon’s Lair is 
nota fast-paced, arcade-style shoot- 
em-up. Youneed yourarcade skills, 
but youneed your brain even more. 
If you rush Dirk into action, run- 
ning and firing willy-nilly, you'll 
use up his five lives very quickly. 
Instead, you need to move cau- 
tiously and thoughtfully through- 
out the game, studying the best 
way to maneuver and fight. 
There are plenty of occasions, 
though, when split-second action 
is necessary. For example, you'll 
have to duck, crawl, and throw 
your weapon at a fast-approach- 
ing enemy in just a few seconds’ 
time. Dirk faces a host of enemies 
— including skeletons, snakes, 
bats, rats, spiders, the Grim Reaper, 
and Singe, Mordroc’s pet fire- 
breathing drag- 
Riise oon. Some of 
meee these creatures 
——ee §6merely drain 
your energy, 
while others 
spell instant 
death. What- 
ever the enemy, 
your arcade 
skills will be 
tested through- 
out the game. 
Even if 
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Perfect timing is required to ride 
] the gust from Singe’s dragon 
breath across the Great Abyss. 


This fireball from the Grim 
2 Reaper is about to cost you a 
precious life. 


Poisonous snakes emerge from 
the castle walls at many stages of 
the game. Either crawl under 

3 them or be quick with your dag- 
gers — these snakes are armed 
and deadly. 


you're the best game player 
around, you won’tmakeit through 
Dragon's Lair on your first try — or 
even your second or third. To suc- 
ceed, you've got to learn from the 
inevitable mistakes you made in 
your earlier games. Note which 
way you should have jumped, and 
when you needed to crawl or fire. 
Also, remember to get all the let- 
tered blocks in the castle. The blocks 
help you gain energy, acquire gold, 
and obtain weapons, lives, extra 
points, and candles (a must-have 
to illuminate the dark chambers 
encountered later in the game). 
Dragon's Lair begins on the 
drawbridge outside Mordroc’s 
castle. Dirk must cross by jumping 
over missing planks, fighting off 
bats, and battling the moat’s pesky 
resident dragon. If you get safely 
across the drawbridge to the castle 
gate, a screen shows you the num- 
ber of gold bonus points you’ve 
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earned. Similar screens appear each 
time you complete a section of the 
game. 

In the Entrance Hall of the 
castle, you get your first real taste 
of Mordroc’s evil. Gates rise and 
fall (timing is everything), poison- 
ous snakes attack, and the Floating 
Lizard King makes his debut. To 
survive, you must accurately throw 
your axes and daggers. 

If you make it through the En- 
trance Hall, you’re transported on 
an elevator deep down into the 
bowels of the castle. The elevator 
stops at different floors. You can 
explore any of these floors, but 
only one has an exit to the next 
section of the game. 

Next come the Gold Mines, 
where you must contend with 
bloodthirsty vampire bats and 
moving stone blocks. Be careful 
not to rush across the moving plat- 
forms and bridges. Again, caution 
and timing are essential. The final 
challenge in the Gold Mines is the 
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onslaught of the rock-throwing 
Mining Car Trolls. You’llneed your 
best maneuverability and aim to 
make it to the edge of the Great 
Abyss. 

First-time players will have 
trouble at this point. To cross the 
abyss, you must wait for a mighty 
blast of dragon’s breath from Singe, 
who lurks deep down in the castle. 
When a gust rises, time your jump 
and ride the gust to 
safety on the other 
side. 

After crossing 
the abyss, you'll 
find yourself in to- 
tal darkness. To 
light Dirk’s candle 
(hopefully you’ve 
grabbed several 
along the way), 
press the Start but- 
ton. If the area is 
properly lit, you 
can finally escape 
the Gold Mines. 

Back on the elevator, you need 
to find out which floor leads to the 
Hall of the Grim Reaper. Dirkneeds 
all his stamina here — he'll con- 
tend with collapsing floors, mov- 
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ing platforms, and, finally, the 
Grim Reaper himself. If you are 
victorious, you'll reach the final 
confrontation with Singe. 

The last encounter of the game 
is tough. It takes great mobility to 
avoid Singe’s fireballs and the re- 
peated attacks of the dragon’s ba- 
bies, which emerge from their 
mother’s belly. If you can survive 
the onslaught and lodge enough 
axes in Singe, you'll win the game. 

The victory screen shows a 


congratulations message with a 
smiling Daphne cradled in her 
hero’s arms. It’s followed by a 
scoreboard and a high-score screen, 
where you can enter your name if 
you're deserving. 

The creation of Dragon’s Lair 
was obviously a labor of love. It’s 
an outstanding game that’s blessed 
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AND IF YOU THINK YOU STAND A CHANCE, YOU’RE CLUELESS. 


Evil rules the land. Destruction is everywhere. 
You're Prince Sirius. You know there's only one way 
to bring peace to your kingdom. Fight like there’s no 


tomorrow. But you must face the most formidable 
opponents you've ever seen. Like this mega boss 
that the evil Prince Zach actually hides inside. Swing 
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TurboGratx"16 and Legendary Axe" Il are:trademarks of NEC Technologies, Inc 
Game copyright © 1990 Victor Musical Industries, Inc. ©1890 RED/ATLUS. 
©1990 NEC Technologies, Inc 

Manufacturer's suggested retail price for the TurboGrafx-16 system is $169.99 
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quickly or become chopped liver. 

Down in the Crypts of slime, you'll find a 
serious serpent. His fangs can give you the kiss of 
death. In this game, the bosses are bigger and more 
vicious than ever before. One word of advice: Walk 
softly and carry a big axe. 


Tene RE 


THE ONL 


|. Hang gliding deep into enemy 2. Beware of the burly 3. Use your grappling hook 4. On the top of a building, 5. Collect two drones and 
territory is just the start. machine gunners. Unleash to clamber up vertical walls, climb rickety scaffolding then you get the white 

Past these gleaming turrets. your laser sword. Watch for while fierce guards attack to build your stamina. Also mechanical panther to help 
lie frozen wastes, mechanical the special item to get a super i collect a mechanical attack in your assault, as he leaps at 
jungles and gigantic battleships. sword. bird here. the moon. 
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6. Mad wolves lunge at you angled scaf- 8. Within the forest you fling 9. Automatic cannon fire 10. You must face and defeat. 
from deep in the arctic wastes. folding, mechanized defenders yourself onto swinging vines assaults you aboard the fleet such mechanical minions of 
Here you can get a friendly rock on ball bearings as they and meet Amazon women. cruiser of the evil empire. death, before you reach the 
droid to help you battle the try to blast you into atoms. Dont fall—deadly piranha fish Soon you'll face its largest inner sanctum of Number One. 
enemy. infest the waters below. cannon—it's awesome. 


Its here. Strider—the most powerful home video game ever. The 
ultimate arcade hit. From hard hitting non-stop action to the awesome 
graphics and radical gameplay. Strider is definitely here! 

An evil Syndicate has violently overthrown Russia and is using their 
scientific and military might to take control of the world. You land your 
hang glider in an industrial town and begin your quest to defeat the evil 
mastermind. You use your incredible acrobatic skills as you leap onto 
moving platforms, climb to the top of I-beams with your grappling hook 
and slide with heels dug in down steep slopes while you evade razor 
sharp spokes. 

With your only weapons, a trusty laser sword and swift hover craft, 
you take on mutant centipedes, ancient dinosaurs, 
pirates, mad dogs, monkey-like mechan- 
ical robots and finally the evil 
mastermind in his mechano- 
skeletal headquarters. 

Its what happens when 
8-meg power combines with 
the only true 16-bit system. Only 
on Genesis by Sega" 


Sega and Genesis are registered trademarks of Sega of America, Inc. Strider is a trademark of Capcom, Inc. © 1990 Sega of America, Inc. P.O. Box 2167, South San Francisco, CA 94080. 


GENESIS DOES IT ALL. 


Strider” 


Super Thunder Blade” 


Golden Axe” Space Harrier Il” Super Hang-On" 


The Revenge of Shinobi Rambo III° ti Forgotten Worlds” 


Michael Jackson’s Phantasy Star I The Sword 
Moonwalker of Vermillion 


Tommy Lasorda World Championship Arnold Palmer Pat Riley’s James“‘Buster”Douglas Joe Montana Football” 
Baseball” Soccer” Tournament Golf~ Basketball” Knockout Boxing™ 


ACTION GAMES 


Alex Kidd: Last Battle 
Enchanted Castle 
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Columns” Spider-Man” The Castle of Illusion” 

Starring Mickey Mouse 


Altered Beast," the Sega arcade hit, comes with the Genesis system. Other games sold separately. Sega and Genesis are registered trademarks of Sega of America, Inc. Ghouls n’ Ghosts and Forgotten Worlds are licensed trade- 
marks of Capcom, Inc. Rambo lll is a registered trademark of Carolco International N. V. Thunder Force Il is a trademark of Techno Soft. Zoom! is a trademark of Discovery Software International, Inc. Truxton is a copyright of 
Toaplan Co, Ltd. Cyberballis a registered trademark of Atari Games, Inc. Ghostbusters: © 1984 Columbia Pictures Industries, Inc. Original game © 1984 Activision, Spider-Man® & © 1990 Marvel Entertainment Group, Inc. All 
rights reserved, Dick Tracy and Mickey Mouse are copyrights of The Walt Disney Company. Michael Jacksons Moonwalker is a trademark of Ultimate Productions. Strider is a trademark of Capcom, Inc. Dynamite Duke is a 
trademark of Seibu & Kaihatsu, Inc. All other game titles are trademarks of Sega of America. * Anticipated game availability Winter/ 199] 


Behind the 
Scenes 


Dragon's Lair has roots nearly as 
old as the videogame industry 
itself. In 1979, animator Don 
Bluth left Disney Studios along 
with two other employees, Gary 
Goldman and John Pomeroy. 
They set up shop in Bluth’s ga- 
rage with an ambitious goal: to 
restore the classic animation 
techniques they felt were being 
abandoned by Disney. 

Besides Bluth’s personal 
work on two laserdisc video- 
games — Dragon's Lair and Space 
Ace — the team produced a pair 
of feature-length animated 
movies: Banjo, the Woodpile Cat 
and The Secret of Nimh. Both met 
with great success. In 1984, they 
forged a partnership with finan- 
cier Morris Sullivan and estab- 
lished Sullivan Studios in Van 
Nuys, California. It was there 


MotiveTime — a team of programmers, 
designers, graphic artists, and musicians 
— developed both the NES and Game Boy 
versions of Dragon's Lair. 


that the smash-hit movie An 
American Tail was produced. 

In 1986, the company moved to 
Dublin, Ireland — where the gov- 
ernment levies no taxes on the arts 
—and changedits name to Sullivan 
Bluth Studios. Since then, Sullivan 
Bluth has produced two more hit 
movies, The Land Before Time and All 
Dogs Go to Heaven. 

The company also formed a 
subsidiary called Sullivan Bluth 
Interactive Media (SBIM) to pro- 
duce interactive entertainment. 
SBIM hired MotiveTime,asoftware 
development company in 
Walsall, England, to write both 
the NES and Game Boy ver- 
sions of Dragon's Lair. The 
young and talented Motive- 
Time developers jumped in 
enthusiastically. 

After carefully studying 
Bluth’s Dragon’s Lair video, 
they set out to capture Bluth’s 
animation on the NES. The de- 
velopers told Game Player's that 
they used five times the usual 
number of frames seen in an 
NES game to smoothly ani- 
mate Dirk and company. Af- 
ter laboring night and day for 
eight months, and using all 
but four bytes in a one-mega- 


DonBluth with two of his original Dragon’s Lair 
creations. 


ee 


bit cartridge, Dragon's Lair was 
complete. 
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The final encounter is the tough- 
est. Singe’s fireballs keep you 
] jumping and ducking —and you 
need more thana few accurate ax 
throws to win this battle. 


with some of the best graphics, 
animation, and programming ever 
seen in the Nintendo market. True, 
it’s a difficult game — young or 
novice players may find it frustrat- 
ing. Experienced players, on the 
other hand, will find the Nintendo 
version of Dragon’s Lair beautifully 
rendered and highly playable. 


GP 


GAME PLAYER'S 


q > 

pis aS 
Neen 

_ SUNSOF 
{or the Wintondo Entertainment System” 

1 arin, Rot 

ba NG 

o> 


‘in 
EN, 

y on. be. oa 

Zaevi (Ge 

= fu : 

Ps, Vili 


LICENSED BY NINTENDO” 
FOR PLAY ON THE 


ENTERTAINMENT 
System 


ou don’t have to be a 

Michael Jackson fan to 

like Sega’s arcade 

version of Michael 

Jackson’s Moonwalker. 
The game concept and design are 
by Jackson himself and allow you 
to play the role of Michael in the 
plot of his Moonwalker video 
movie. Thearcade gameis radically 
different from the Sega Genesis 
version, however. 

The basic idea in the arcade 
version of Michael Jackson’s 
Moonwalker is to rescue kidnapped 
children from the clutches of an 
evil boss, Mr. Big, and then destroy 
his Doomsday Weapon. Although 
this is similar to the story linein the 
Genesis version, just about 
everything else is different. For 
example, your weapons consist of 
a “personal aura” that you direct 
against bad guys, plus “dance 
magic” — but more on that later. 

Up to three people can play the 
arcade version of Moonwalker at 
once, each controlling a separate 
Michael Jackson. Before you take 
control of the character, Michael 
does a little dance. (If three people 
are playing, two MJ’s dance 
together in the background while 
the third MJ performs a solo.) The 
animation is superb. All of Mich- 
ael’s famous moves are captured 
accurately. 

Unlike the Genesis version, 
which is basically a side-scrolling 


ARCADE 
ACTION 


Michael 
Jackson’‘s 
Moonwalker 


Scott Wolf 


game with elements of the 
Moonwalker movie, the arcade 
game is a full-blown re-creation of 
the video — but with you in 
control. 

You begin in a cavern where Mr. 
Big’s forces are 
restraining the 
children with 
energy rings. 
Moving with the 
joystick, you fight 
your way through 
the army of busi- 
ness-suited bad 
guys and SWAT 
soldiers as Mr. Big 
harasses you from 
his air car. 

In addition to 
the joystick, you 
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have two control buttons: Shot and 
Dance. The Shot button doesn’t 


shoot a bullet, but rather a bolt of 
Michael’s personal aura. For more 
power and distance, hold down 
the Shot button; Michael will 
moonwalk toward his target. When 
you release the button, he whirls 
around and fires a long-range blast. 

If there are just too many ene- 
mies around for your personalaura 
to bear, hit the Dance button. 
Immediately, the screen dims and 
a bright spotlight illuminates 
Michael as he leads everyone in an 
impromptu rave-up. When the 
dancing stops, all the bad guys are 
blown off the screen. (Another first 
for Sega— the terpsichorean smart 
bomb!) 

Whenever Michael rescues a 
child, the kid exclaims “Michael!” 
and runs to safety. Sometimes the 
children give Michael some extra 
health or another shot of dance 
magic. 

Round 2 has three stages, all of 
which take placein the Amusement 
Quarter. You get to fight squealing 
carloads of bad guys as you make 
your way to a nightclub. Re- 
member, when the Swe gets 


Hea Michaclfothsnbee 
Yep — but only in the arcac 
‘gq sion of Michael Jackson 
| walker. Upto three peoplecan : 
the role of Michael at once, each © 
appearing in a Cie icles 
suit. 


Don’texpectto ands any peace and i 
2 quiet in this graveyard. It’s full of | 
Thriller spooks who'd like 2 
you in a coffin. 
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tough, the tough go dancing. 
Inside the nightclub, Big’s boys 
hurl chairs at you and overturn 
tables to block your shots. A line of 
seemingly innocent diners at the 
counter suddenly joins the attack. 
Even the musicians on the stage 
turn bad and have a go at you. 
Press on, and watch for Bubbles — 
Michael’s pet chimpanzee — to 
ebieat. When you scoop up the 


chimp, you'll transform into a 
laser-spewing robot, ready for the 
stage bosses. 

If you lose a life, a bolt of light 
from the sky heralds your rebirth. 
Thankfully, if you die as a robot, 
you'll return as a robot — you 
don’t have to find Bubbles again. 

After you leave the nightclub, 
the action continues on Night 
Street. In addition to the usual bad 
guys, some really odd machinery 
clanks onto the scene (including a 
walking battering ram— wait until 
you see it dance!). 

Round 4 takes you through the 
graveyard of Michael Jackson’s 
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Thriller video. Raise the spirits, then 
knock ‘em dead again. 

Round 5 is Mr. Big’s fortress. As 
you ride a huge lift platform ten 
flights up, hordes of evil robots, 
corrupt cops, and punks get on at 
each floor. You'd better be a robot 
by now if you want to survive. 

When you finally encounter Mr. 
Big, you find him enclosed in a 
flamethrowing mechanical spider. 
To destroy him, aim your shots at 
the spider’s power core. After Mr. 
Big goes belly-up, Michael 
transforms once again, this time 
into a sleek 
starfighter. 
He — soars 
free of the 
doomed for- 
tress as it 
explodes. At 
last, the 
world and 
its children 
are safe. 

Several 


Firing fehtning bolts ca : 
“personal aura,” two 

1 Michael Jacksonsteam up 
to attack this belligereni 5 
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of Jackson’s hit songs are heard 
throughout Moonwalker, in- 
cluding "Billie Jean," "Smooth 
Criminal," and "Bad." The sound- 
track alone is infectious enough to 
make you want to play. 

And if you want to see some- 
thing truly outrageous, get all three 
Michaels together with a screenful 
of thugs, robots, and attack dogs, 
then hit the Dance button. 

You can’t beat it. 


_ With one Michael fight o) 
_ ingasarobotand another 
3 in Piatnclothes this reck- 
less enemy finds himself 
: hopelessly surrounded. — 


Round 5 is Mr. Big’s for- 
tress. If you haven't — 

4 transformed into a robot 

a now, you Brey | | 
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Ithough the plot of 

New World Comput- 

ing’s latest role- 

playing game, King’s 

Bounty, is anything 
but original— you have to locate a 
stolenscepter to save your world— 
the playing systemis different from 
practically anything else on the 
market. It’s actually an amalgam 
of several different ideas, and the 
surprise is that they work together 
so well. 

To embark on your quest, you 
assume the role of a knight, pala- 
din, sorceress, or barbarian. As 
usual, you can increase your 
wealth, army, capabilities, and 
knowledge by fighting battles and 
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attaining experience. The better 
you get, the tougher your oppo- 
nents become, until at last you’re 
as good as you're going to get. 

King’s Bounty isn’t just a fan- 
tasy game, however — it’s also a 
war game. You use your money to 
recruit troops, and you use your 
leadership to guide them in battle. 
There are many different troop 
types, ranging from archers and 
cavalry to peasants, wolves, and 
druids, each with their own special 
capabilities. The trick is to recruit 
the right troops to fight against 
each particular enemy, and to keep 
your army under control. 

There’s more — King’s Bounty 
is also a puzzle game. When the 
game starts, a puzzle map is cov- 
ered with squares. Each time you 
defeat a major enemy or find a 
magicalitem, you unveil one more 
piece of the puzzle. If you can find 
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king's 
Bounty 


Neil Randall 


As the game begins, Gerald the 
] Barbarian prepares to visit the 
castle to recruit soldiers. 


The king offers militia, archers, 
2 and pikemen. Later he'll have 
cavalry and knights, but only after 

_ you've risen in rank. 


Look for help throughout your 
3 travels. Sprites are inexpensive to 

recruit, and at the beginning of the 

game theyre extremely useful. 


GP=2K 


Recruit Soldiers 
A> Militia 
B) archers 
C> Pikenen 
D> Cavalry 
mE Knights 


CA-C) # 


to exit 


198 Sprites are available 
Cost= 15 each. GP=260 
You May recruit up to 8 


Recruit how! many) & 


the patch of ground represented 
by the map, you can search there 
for the buried scepter. 

(Each time you play King’s 
Bounty, incidentally, the map 
changes, as does the location of the 
scepter. As a result, King’s Bounty 
is endlessly playable — unusual 
for a fantasy role-playing game, 
but common for a war game.) 

Searching a piece of ground 
for the buried scepter takes ten 
days of your hero’s time. This is 
significant, because your time is 
limited. Normally you have 600 
days to find the scepter, but you 
can choose a much more difficult 
game that allows youas few as 200 
days. Given the amount of travel 
involved, this is very difficult in- 
deed. Beginners should stick with 
the 600-day limit: 

King’s Bounty has four conti- 
nents for you to explore, each with 
several towns and castles. In the 
towns, you can obtain contracts 
against the villains, and your task 
is to fulfill each contract in turn. To 
do so, you must search the conti- 
nent thoroughly, stopping at each 
town to get more information. A 
reference sheet in the manual lists 
the coordinates of every castle and 
town, and another sheet lets you 
keep track of each villain’s location. 
The best strategy is to pursue the 
villains in order of increasing dif- 
ficulty. 

During your travels you'll find 
treasure chests. Most contain 
money, which you can either keep 
for yourself or distribute to the 
locals to increase your leadership 
rank. Early in the game you'll need 


Your Favorite Super-Hero In 
His Toughest Challenge 


\ 


GA 4G, 


Agi 


sho 


The master-illusionist Mysterio has 
kidnapped Peter Parker's wife, Mary 
Jane, and taken hertoan abandoned 
movie studio. There he waits, with 
an assortment of tricks, traps and 
surprises, for the Super-Hero he 
assumes is Parker's friend — but is 
really Peter Parker himself: The 
Amazing Spider-Man. 

Become the famous web-slinger 
ashe infiltrates the studio to save his 
wife—your strange, potent powers 
vs. Mysterio’s devious, and 
dangerous, schemes, which include 
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poisonous gases and electrified 
floors. And be prepared for 
Mysterio’s robotic sentries, perfectly 
disguised to resemble anyone, even 
Mary Jane! 

Spin webs, climb walls, even call 
on the infamous “spider-sense” to 
warn you of danger! But the special 
powers alone aren’t enough. To 
defeat Mysterio, and save Mary Jane, 
you'll need all the resourcefulness, 
stamina and courage real Super- 
Heroes possess. 


From the creators of 
Dr. Doom’s Revenge, 


X-Men: Madness in Murderworld - 


and 
The Punisher! 


THE BIGGEST HIT 


So you want a Genesis* game 
with real impact? 

Play John Madden Football” 

A game as big and tough as ws 
the ae os Seventeen teams. Sas 
Each one blitzing ji 
| GENESIS ! and scrambling we i= 

its way to Super Sunday. Each one Savas 
_ packed with pro caliber poyes who you YQ 
make dive, spin, 

jump, block, and break tackles. 

ONG like the big boys. 


Besides real moves, you 
get real weather Rain. Mud. Ice. 
Snow. Wind. Adjust to the 
Conditions. Or take a beating. 


Play on the all-Madden team with guys 
who eat their lunch out of their helmet 
and dont know the meaning of pain. 

It real mud and guts football. 


: Its fourth down and 


you could boom one deep. 
Or take your chances, fake the punt, 
and go for it. What a total kick. 


Enecrronic Arts” 


You can call more than 100 real plays, 
too, for complete, easy on-screen play 
calling. Pages ripped f—~- 
| right out of Maddens ia 
| play-book. Even 
| audibles. 

So everything’ 
true to the game 
| itself, Bone-jarring 
_ sounds of the 
| trenches. Animation @ 
that will flatten you. ™ ae 
| Intense pressure. And half- ce 
| highlights and stats. 


Make the right call from over 100 Totally All-Pro moves that you control ‘Now ites can ne euper ‘Sunday 


different plays. Keep the weather in Including spins, dives, jumps, and an any day of the week. 
mind and youl put the game on ice. end zone touchdown dance. 


All the players have real attributes. You get 
_ guys with better hands. Guys who are faster 
® Even special short yardage units. 
As the big man himself says, “Some 
guys arent mudders. Some guys 
cant hold a block on grass. 

be « | hats real football. 
Thats in the game’ 

Think you can 

find a harder hitting 


ELECTRONIC ARTS’ 


Visit your retailer or order by phone. 800-245-4525 between 8 a.m.-5 pm. Pacific Time. 
John Madiden Football is a trademark of Electronic Arts. Genesis is a registered trademark of 
Sega Enterprises Ltd. 


all the money you can find, but 
later you should dole some out to 
make yourself popular. 

Other chests contain magic 
spells. Only if you’re playing as the 
sorceress, however, can you use 
these spells immediately. Other- 
wise, you must go to the cave north 
of the first town and give the mage 
5,000 gold points to get youstarted. 

The magic spells allow you to 
perform such actions as building a 
bridge, stopping time, finding the 
villain whose contract you hold, 
teleporting to castles or towns, and 
even raising an instant army. In 
combat, spells help you defeat 
undead creatures, freeze oppo- 
nents, strike an enemy with light- 
ning or fire, or clone your troops. If 
you're playing as the sorceress, you 
must obtain as much magic as 
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to exit 


200 Orcs are available 


Cost= 75 each: 


GP=1K 


a You nay recruit up to 20 


Ss Recrui 


possible. The barbarian needs 
magic the least, but even in his case 
some spells will definitely come in 
handy. 

The variety of creatures you'll 
encounter makes King’s Bounty 
worth playing over and over again. 
Since you can never command 


All caves are worth entering. This 

] one is particularly useful because 
you can gain the ability to cast 
spells. 


At the start of each battle, your 

2 troops are lined up at the left of 
the battlefield. You have indi- 
vidual control over the move- 
ments of each group. 


Ores are hardy and deadly, but 
they can be difficult to control. 


Several options are available in 
4 each town. Here youcanrentboats 
and also get new contracts. 


5 Late in the game, Reswen the 


Knight controls a huge army. It’s 
time to enter dangerous lands. 
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more than five different types of 
troops, and since at least two of 
these will always be troops of your 
own (usually archers and pikemen, 
later cavalry and knights), you 
rarely have an opportunity to lead 
all types of troops. Subsequent 
games will let you explore all the 
possibilities. 

On the plains, you'll meet 
peasants, wolves, nomads, bar- 
barians, and arch-mages. The for- 
ests contain sprites, gnomes, elves, 
trolls, and druids. The hills yield 
orcs, dwarfs, ogres, giants, and 
dragons. From the dungeons come 
skeletons, zombies, ghosts, vam- 
pires, and demons. All of these 
creatures can be recruited when 
you find them, but they can also be 
recruited by the villains. To keep 
things interesting, each group has 
its own special strengths and 
weaknesses. 

In addition to towns, castles, 
and recruitable troops, you must 
also be on the lookout for the “eight 
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BEAT THIS GAME? 


YOU THINK YOU CAN 


YOU AND WHAT ARMY? 
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artifacts of power.” These range 
from the Amulet of Augmentation, 
whichincreases your magic power, 
to the Ring of Heroism, which en- 
hances your leadership, fighting 


ul e beard. 
crimson robes: 
skull cap.” 
Crimes: Magus is wanted for 
conspiracy against the Crown 
for practicing forbidden 
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ability, and luck. Each artifact you 
discover also reveals part of the 
puzzle map. It’s not necessary, 
though, to find them all to win the 
game. 

Watch your gold carefully, be- 
cause your troops must be paid or 
they'll disappear. Waste as little 
time as possible when exploring, 
because you have only a certain 
number of days to find the scepter. 
And marshal your troops intelli- 
gently, because each villain you 
meet has considerable power at 
his command. 

In other words, there’s a lot to 
do in this game, but the player 
interface makes everything pretty 
easy. In fact, it’s difficult to find 
anything to dislike about King’s 


to exit 


Bounty. The only difficult part is 
actually winning the war — and 
that’s the way it should be. 


GP 


Your task now is to find and de- 
feat Magus Deathspell. This con- 

1 tract shows that he’s extremely 
tough, and he'll be hard to find, 
too. 


The map insert shows what por- 
tion of a given continent you've 

2 discovered. Here, Reswen is al- 
most finished exploring the con- 
tinent of Archipelia. 


Reswen leaves the ship and pre- 
3 pares tolay siege toacastle, which 
requires a siege engine. 


The key to King’s Bounty is solv- 

4 ing the puzzle map. In this case, 
the scepter can be found in the 
middle square. 


Victory! You’ve saved the world. 
5 Each game is different, so King’s 
Bounty stands up torepeated play. 


AN ARMY OF NINJA SPIRITS WOULD BE YOUR BEST BET. 


Right before your very eyes, your father has 
been murdered. You must seek revenge. You're 
Moonlight, the avenging Ninja. 


You can't fight the dark side alone. You need 
help from Ninja spirits to defeat the evil that awaits. 
Avoid the Two-axed ogre, or you're sliced bologna. 


WHRAOG RA 


Ninje Spirit™ is @ trademark of IREM Corp. Game copyright © 1990 IREM Corp. 
TurboGrafx'"16 is a trademark of NEC Technologies, Inc. ©1990 NEC Technologies, Inc. 
Manufacturer's suggested retail price for the TurboGrafx-16 system is $159.99. 


When you meet Asura the Guardian Diety of 
the Temple, jump, slash, and swing like a madman. 
He's the long arms of the law. 

You won't get far without an army of Ninja spir- 
its at your side. Remember: It’s up to the dead to 
keep you alive. 


n the world of videogames, 

we've come to expect a cer- 

tain level of violence. Many 

games involvea clear-cut hero 
and obvious villains, with plenty 
of hitting, kicking, and shooting 
when they meet. Games such as 
Double Dragon, The Revenge of 
Shinobi,and Rambo IIIhave all been 
successful partly because of their 
violent themes. Although vid- 
eogame violence is sometimes 
criticized, violent games continue 
to sell. 


In truth, most of the violence in 
videogames is toned down, im- 
plied rather than shown. When an 
enemy is shot, he usually flashes 
and disappears. When Rambo 
bayonets a Soviet soldier, the sol- 
dier simply vanishes. Although we 
know what would really happen 
to a soldier stabbed with a bayo- 
net, the game doesn’t show it. 

But things are beginning to 
change. One of the latest titles for 
the Sega Genesis, TechnoCop from 
RazorSoft, does away with disap- 
pearing foes. When you blast a bad 
guy with your .95-caliber handgun 
in TechnoCop, he actually explodes, 
falls to the floor, and twitches for a 
few seconds in a puddle of blood. 
After he dies, his body remains on 
the screen. 

There are other graphicimages 
throughout the game. Scantily clad 
women line many of the sleazy 
hallways you search. Through the 
open doors of some apartments, 
you may catch a glance of a mur- 
der victim lying on the floor, a 
knife sticking out of his chest. And 
innocent bystanders — from small 
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Parental 
Guidance 
suggested 


Matthew A. Firme 
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children to old ladies pushing baby 
carriages — often stumble into the 
line of fire. (However, points are 
deducted from your score if you 
shoot innocent people.) 

RazorSoft does not try to hide 
the fact that TechnoCop is an ex- 
tremely violent game. In fact, com- 
pany officials are voluntarily plac- 
ing a parental warning on the box 
— the first time we've seen sucha 
notice on a home videogame. The 
warning advises that due to the 
game’s “realistic nature,” it is not 
suggested for players under 12 
years old. 

Aside from the graphic vio- 
lence, TechnoCop is a fairly 
straightforward shooter. You play 
the role of a street cop in a brutal, 
post-nuclear future. Some scenes 
resemble Roadblasters as you 
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Evenas he races toward thescene 
of acrime, the hero in TechnoCop 
1 blazes away atbad guys. Among 
the weapons he uses to clear the 
roads are hydraulic rams, can- 
nons, and nuclear devices. 


Watch out for innocent by- 

2 standers! In TechnoCop, you'll be 
penalized 5,000 points for 
shooting a civilian. 


The standard-issue sidearm in 
3 TechnoCop is the .95 AutoMag, 
which fires explosive bullets. 


Mission accomplished — and 
you get a promotion. Although 
4 usually you kill the criminals in 
TechnoCop, sometimes you must 
take them alive using the Tonari 
Snare Gun. 


hurtle down a highway in your 
high-powered car, blasting every- 
thing that stands in your way. In 
other scenes, you walk through 
decrepit tenements and back al- 
leys in search of criminal targets. 
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Sometimes your orders require you 
to take a thug alive, while at other 
times you shoot to kill. 

The graphics are undeniably 
good — better than Nintendo 
games, though not as good as the 
best Sega Genesis titles. The back- 
grounds can become a bit tedious, 
because the same scenery appears 
again and again in the driving se- 
quences, and the tenements all have 
the same hallways, dead bodies, 
and graffiti. But the number of 
enemies and the complexity of the 
missions varies quite a bit, and the 
highways become increasingly 
congested and dangerous. 


It should be pointed out that 
although TechnoCop is gory by 
videogame standards, it doesn’t 
come close to matching the graphic 
violence in many of today’s PG-13 
and R-rated Hollywood movies. 
Nevertheless, it feels more violent 
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because you’re not merely watch- 
ing the action— you're taking part 
init. Soif you're the least bit squea- 
mish, heed the notice on the pack- 
age. 


Combat — The 
Madden Way 


The latest Genesis title from Elec- 
tronic Arts doesn’t have the blood 
and gore of TechnoCop, but it does 
have plenty of bone-jarring, hard- 
hitting action. John Madden Football 
may well be the best football simu- 
lation ever made for a home 
videogame system. 

John Madden Football has 
quickly become a favorite around 
the Game Player's office. It was de- 
signed with the assistance of 
sportscaster John Madden, for- 
merly head coach of the Oakland 
(now Los Angeles) Raiders. The 
game lets you control any of 16 


different teams, or a Madden- 
picked all-star team. Each team has 
its own characteristics, based on 
real statistics from last season. San 
Francisco, for example, boasts a 
big-money quarterback, terrific 
receivers, and a hard-hitting de- 
fensive line. And Dallas — well, 
this team needs a lot of help. 

One of the best things about 
John Madden Football is its blend of 
strategy and action. Some football 
videogames place so much em- 
phasis on the action that the strate- 
gic elements of football are all but 
lost. And others are nothing but 
strategy, reducing the plays them- 
selves to mere afterthought. But 
John Madden Football achieves a re- 
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alistic balance. 

On every down, both offense 
and defense choose from over 100 
plays, shown chalkboard-style in 
simple on-screen windows. First 
you choose a “set” — calling in 
your best receivers, for example — 
and then a formation. Then, de- 
pending on the set and formation, 
a certain selection of plays is dis- 
played. You press a button to pick 
the play you want to run, and your 
players take their positions. 

When you snap the ball, the 
action on the field becomes almost 
as real as a football game on TV. 
During a pass play, the quarter- 
back may drop backinto the pocket, 
looking downfield for an open re- 
ceiver, as defensive linebackers 
blitz in for the sack. The quarter- 
back spins, avoiding a tackle, and 
throws a quick strike to his tight 
end. The receiver makes the catch 
and sprints for the touchdown. 

One of the outstanding features 
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Alex Kidd in Shinobi World” 


This is the toughest challenge yet for Alex. It will 
take cunning and skill to do battle with the dreaded 
Ninja Warriors. Battle your way through four levels 
and overcome countless enemies before you finally 
confront the evil Dark Ninja. 


Psycho Fox” 


Ever heard of a fox that saved the world? What 
about the one that can transform into other animals, 
overcome countless obstacles and defeat the evil 
Madfox Daimyojin? Don't look at us, you have to 
play the game to understand what we're talking about. 


Hot NEw 


Aerial Assault” 


Blast your way through five missions as you pilot 

a 21st century Assault Fighter. It takes some fancy 
flying and even fancier shooting, to wipe out all the 
N.A.C. invaders before they take over the planet. 
Buckle up for safety and start firing 


Golden Axe” 


One of the greatest arcade games of all time is 

now available for the Master System. Battle your way 
through five levels of endless bandits on your way 
to recover the Golden Axe. Not recommended for 
the weak of heart. 


FOR YOUR SEGA 


E-SWAT™ 


Stay glued to your weapons through five grueling 
levels. You have the ultra-tech armor and weapons 
for the job. The question is, do you have the guts 
for the challenge? 


Dead Angle” 


Step back into the 30's, when the mob was more 

than something you read about in books. Target 

practice was never like this. Shoot your way through 

six levels of pistol packing thugs as you clean up d 
the streets and save your girl Jane. 


TITLES 
MASTER SYSTEM 
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Paperboy” Columns” Super Monaco GP” 

You are the new neighborhood paperboy. Sounds This mesmerizing game of skill and chance, will Fly up the long straightaways, and-downshift into 

easy enough. Watch out for the breakdancer, a dog test your ability as you manipulate a king's ransom the neck-wrenching hairpin curves. This game sends 

or two, construction workers, an occasional lawn in glittering jewels as they appear on your screen. you around 16 of the most demanding tracks on 

mower or baby carriage. Nothing to it...Just The better you get the faster the jewels will fall. earth in the hottest racecar ever built, the Formula 1. 

another day in the neighborhood. It's guaranteed to challenge your mind, not Start your engine, and put the pedal to the metal. 
just your trigger finger. 

ALSO AVAILABLE 


¢ Joe Montana Football” 

¢ Pat Riley Basketball” 

¢ James Buster Douglas Knockout Boxing” 
e Michael Jackson's Moonwalker™ 


* Double Dragon” + Alex Kidd in Miracle World” ¢ Rambo Ill” 


* California Games” * Wonder Boy III” * Ghostbusters” SGA OF ANEINEA UC 
* Chopliftery * Reggie Jackson Baseball” ¢ Outrun” sie x Fe 

hs Paperboy is a licensed trademark of Atari Games. 
+ Fantasy Zone” « R-Type” « After Burner 


‘ Dead Angle is a licensed trademark of Seibu Kaihatsu. 
+ Black Belt™ * Phantasy Star All other games are trademarks of Sega of America, Inc. 


of John Madden Football is its digi- 
tized sound effects. Youcan clearly 
hear the quarterback calling sig- 
nals, the grunts of blocking line- 
men, and the thunderous collisions 
between ball-carriers and brutal 
tacklers. 
S¥arisrics 
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You can either play a single 
game or take on all comers for a 
shot at Super Sunday. Before each 
game, Madden gives you a scout- 
ing report on the teams, and at 
halftime and the end of every game 
he'll announce statistics for pass- 
ing, rushing, sacks, and even time 
of possession and penalties. 

John Madden Football should hit 
the shelves around mid-Novem- 
ber. 


More Titles From EA 


Electronic Arts will be releasing 
many more Genesis titles in the 
months to come. The software gi- 
ant, already the largest publisher 
of Genesis games with the excep- 
tion of Sega, plans to release 20 to 
30 more titles by the end of 1991. 
One of the latest pre-release 
games we've seen from EA is Battle 
Squadron. Originally designed by 
Innerprise Software for the Amiga 
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personal computer, Battle Squad- 
ron is a space-age shooter of daz- 
zling proportions. It’s also the first 
two-player cooperative shooter we’ ve 
seen for the Genesis, allowing you 
and a friend to gang up on the 
aliens for a better chance at suc- 
cess. 

Several other Innerprise titles 
are slated for the Genesis, although 
release dates haven’t been an- 
nounced yet. One, Turrican, is billed 
as “The Definitive Science-Fiction 
Shoot ‘Em Up.” You play a brave 
young soldier whois sentinto deep 
space to find and destroy the evil, 
three-headed Morgul. As youroam 
strange planets, you'll find hidden 
power-ups, valuable crystals, and 
strange, alien creatures. Like Battle 


Squadron, Turrican also started life 
as an Amiga game. 

Other Innerprise games to 
watch for include Sword Of Sodan, 
which should be released by EA 
sometime this year. In 1991, look 
for Sword of Sodan II, Turrican II,and 
The Aviators. 

Another Genesis game from 
EA wecan’t wait toseeis Centurion: 
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Defender of Rome. The IBM-com- 
patible version was Game Player's 
Computer Game of the Month in 
our August issue. As an ambitious 
Roman centurion who’s trying to 
become the ruler of the ancient 
world, you relive the rise and fall 
of Rome, starting in 275 B.C. You 
command legions of infantry and 
cavalry for battles on land, and 
large oar-powered galleys for en- 
gagements at sea. 


SGP 


At halftime and after each game, 
] John Madden reviews all the 
important statistics. 


Space combat, Battle Squadron- 

v) style: Two friends, side-by-side, 
blast the dickens out of some 
obnoxious aliens. 


You'll find many impressive 
3 weapons in Battle Squadron to 
help you beat back the aliens. 


In this screen from the Amiga 
version of Turrican, our hero 

4 tackles an imposing alien 
mechanism. The Genesis version 
will be released by Electronic 
Arts. 


The IBM-compatible version of 
Centurion: Defender of Rome has 

5 beautiful movielike graphics. 
Watch for the Genesis version in 
1991. 
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hen you look at a 
game like King’s 
Quest IV: The Perils 
of Rosella, the most 
recent member of 
the best-selling King’s Quest series 
to be translated for the Amiga by 
Sierra On-Line, you can see just 
how far adventure games have 
come — especially when you 
consider that these games got their 
start as text-only time-wasters cre- 
ated by bored mainframe pro- 
grammers in the 1960s and 1970s. 
In the original adventure 
games, all commands were en- 
tered by typing on the keyboard. 
You traveled around by typing 
commands such as “Go west” and 
“Open door,” and you located 
objects by typing commands such 
as “Look” or “Examine.” If you 
were clever (and lucky) enough, 
you would sooner or later figure 
outhow to find the objects required 
to kill the game’s ogre and find the 
treasure. 


| ae = Perils of Roselia 


Anintroductory sequence brings 
] you up-to-date on the story of 
the adventure. 


Pull-down menus make it easy 
to perform such functions as 
* checking your inventory or sav- 
oe your progress on a disk. 


Assoon as you start typing, this 
-text-input window pops up. 


Nog "When something significant 
- 4 happens, the game tellsyouwith 
_a text window. 


Clues abound on this tropical 


island. You can bet that peacock 
is there for a reason. 
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King's Quest 
IV 


Sheldon Leemon 


As fascinating as some of those 
games were, they had serious limi- 
tations. The command interpret- 
ers were notoriously stupid; most 
understood only a few combina- 
tions of nouns and verbs, such as 
“Take spear” and “Drink potion.” 
When confronted with anything 
more complex, they would come 
back with a snappy reply such as 
“Tcan’t do that” or “I don’t under- 
stand ‘parasol.’” 

Since then, adventure games 
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have moved forward in two im- 
portant directions. First, they have 
developed better interpreters, 
which understand a much wider 
range of more complicated com- 
mands. Second, they have come to 
rely more on graphics and less on 
text. Both of these trends, but par- 
ticularly the second, are evident in 
King’s Quest IV. 


Squinching up your nose in diszust, omic. 
you catch the large frog and hold it’ | 
in your hand. It stares at you with Reiman. 
its ae bulgy eyes, and wobbles its naa 


The package refers to The Perils 
of Rosella as “a 3-D animated ad- 
venture game,” but it’s not really 
three-dimensional in the same 
sense as flight simulators. Instead, 
it’s more like 2-1/2-dimensional. 
Characters can walk forward, back- 
ward, left, and right, and they have 
to walk around objects suchas trees 
or rocks that are in their way. But 
characters and objects usually 
don’t get smaller as they move 
farther away, and the screens have 
arather flat, two-dimensional look. 
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Unlike many other graphic 
adventures, however, the graphics 
in King’s Quest IV occupy the en- 
tire screen, not just a little window 
inthecorner. When textis required, 
it appears as a window that is 
briefly displayed over the pictures. 

The animationis fairly limited. 
Only very small parts of each pic- 
ture move, and those parts show 
an object in only a few different 
positions, instead of the many po- 
sitions required for real animation. 
Still, these touches add quite a bit 
of charm to the game. 

A more important criticism of 
the graphics is that they don’t take 
advantage of the Amiga’s capa- 
bilities, but rather were brought 
over apparently unchanged from 
the Tandy 1000 version of the 
program. It’s bad enough to limit 
the scenes to 16 colors in low- 
resolution mode, but it’s even 
worse when those 16 colors are all 
from the Tandy’s limited palette, 
so that human faces end up the 
same color as tree bark. 

Even without many enhance- 
ments over the Tandy version, 
however, King’s Quest IV has a lot 
going for it. (Otherwise, Sierra 
would never have sold a million 
copies of the King’s Quest games.) 
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Numerous little touches add to the 
game’s enjoyment. For example, 
the other characters in the game 
don’t always stay in one spot. The 
first time you play, a certain char- 
acter may appear on one screen, 
while in another game (or even 
later in the same game) he'll be 
somewhere else, almost as if he 
had a life of his own. 

Time passes in the game, too, 
as day turns to night. Many char- 
acters and places have their own 
little musical themes, so you can 
anticipate their appearance. And 
there’s plenty of humor. If you 
makearisquesuggestion, the game 
tells you to buy a copy of Leisure Suit 
Larry, Sierra’s “adult” adventure 
series. 

Unlike most adventure games, 
which feature overblown male 
heroes, your character in King’s 
Quest IV is Rosella, a graceful 
woman. And whereas most male 
heroes succeed by fighting, lying, 
and stealing, Rosella gets ahead by 
being honest and by helping the 


King’s Quest 1V contains allof the 

1 fairy-tale stereotypes. These 
dwarfs in their minesarea typical 
example. 


Mythical creatures like this uni- 
2 corn come to life in King’s Quest 
IV. 


The haunted forest is one place 
3 you'll want to “leaf” alone. 


If you slip up, you'll be greeted 

4 by this little reminder from 
Roberta Williams, the game’s 
author. 
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other characters she meets. The 
most dangerous weapons she uses 
are Dan Cupid’s love arrows. 

The mechanics of the game are 
also a big improvement. You can 
move Rosella with the mouse, 
joystick, or keyboard. When you 
need to enter a command, all you 
have to do is start typing, and a 
text window automatically ap- 
pears. Other commands are ac- 
cessed via pull-down menus and 
key combinations. 

Sierra claims that King’s Quest 
IV’s three megabytes of data make 
it the biggest computer game ever 
created. (But what about CD games 
such as The Manhole and Cosmtic 
Osmo?) While this results ina large 
world to explore, with lots of pic- 
tures, sound effects, and music, it 
also means the program requires a 


Roberta says: 
“Thank you for playing 
King’s Quest IV, 
‘The Perils of Rosella,’ 


Next time... be more carefull” 


- Pele 


megabyte of memory and comes 
on four floppy disks. Even with 
two disk drives, you'll have todoa 
lot of floppy-swapping unless you 
install the program ona hard disk. 

Nevertheless, you'll probably 
find King’s Quest IV well worth the 
trouble. It’s a well-scripted puzzle 
with plenty of challenges. 
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hen NEC’s Turbo- 

Grafx-CD player 

was introduced late 

last year, it offered 

great promise for 

videogamers. The quality of sound 

effects and background music 

would greatly improve, the num- 

ber of graphics screens would 

greatly increase, and the games 

themselves would grow to un- 
precedented size. 

Disappointingly, the first CD 

games for the TurboGrafx-16 

weren't all that exceptional. Fight- 

ing Street had its moments, but it 

didn’t seem different enough from 


regular cartridge-based games to 
merit the $399 purchase price of 
the CD player. Monster Lair was a 
good game with excellent sound, 
but again, it seemed too similar to 
other games of its type. And for 
nearly a year, those two titles were 
the only TurboGrafx-CD games 
released in North America. 

Now there’s a third CD game: 
Ys Book I and II (“Ys” is pro- 
nounced “ease”). Ys is a fantasy 
role-playing game, and in many 
respects it resembles other fantasy 
role-playing games. But it’s a sig- 


Neil Randall 


nificant advance over both Dun- 
geon Explorer and Neutopia, two 
role-players already available on 
cartridge for the TurboGrafx. Ys 
comes much closer to the kind of 
role-playing games available for 
personal computers. 

Ys, in fact, comes to the 
TurboGrafx from personal com- 
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puters and (surprise!) the Sega 
Master System. Originally avail- 
able on Apples and PC com- 
patibles, it was later adapted for 
the Master System before being 
translated for the TurboGrafx. In- 
deed, the first part of the game — 
Ys Book I — is nearly identical to 
the Master System version, but 
with much-improved graphics and 
sound. Overall, Ys feels about 
halfway between NEC’s Dungeon 
Explorer for the TurboGrafx and 
Origin’s Times of Lore for PCs. All 
of these games blend action with 
role-playing adventure. 

As the title indicates, Ys Book I 
and ITis actually two games in one. 
You must finish the first game, 
however, before advancing to the 
second. Your goal in Ys Book I is to 
defeat an evil boss named Dark 
Fact and collect the six lost books 
of Ys. If you complete this quest, 
you'll be catapulted into Ys Book II, 


Intheshrine, Adol discovers two 

] statues and a door leading 
through the wall. What lies be- 
yond? 


This treasure chest seems worth 

2 investigating, but it’s in a room 
normally reserved for a boss 
monster. 


A doorway beckons into the 

3 tower. There are many such 
doorways, and each holdsitsown 
secrets and dangers. 


The equipment list shows the 
weapons, armor, shield, and 

4 rings Adol hasat his disposal. By 
this stage of the game, he’s getting 
extremely powerful. 
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where you must work 
your way through Sol- 
omon’s Shrine and defeat 
aboss named Darm. Once 
you've done all this, the 
world is safe from dan- 
ger. 

You play the role of 
Adol, an adventurer who 
wants to help his land. 
Adol travels from town 
to town, explores aban- 
doned caves, and makes 
his way through towers 
and shrines to defeat the 
evil forces. As in all role-playing 
games, youstart off weak and grow 
stronger as you go, gaining 
strength as you accumulate expe- 
rience, weapons, useful items, and 
magical artifacts. 

In Ys Book I, you must rely en- 
tirely on your strength and on the 
items you find. By the time you 
reach Book II, however, you have 
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At the very end of Ys Book I, Adol 
] comes face-to-face with Dark 
Fact. It’s going to bea tough fight. 


2 Dark Fact speaks in a digitized 
voice that’s stored on the CD. 


During a sequence between Book 
3 IT and Book II, a frightened citizen 
pleads for your assistance. 


In Rance Village, Lilia’s mother 

4 Bernice will help you. Go to her 
first, then rest there whenever 
necessary. 


With only 300 gold coins tospend, 

5 Adol can’t afford a long-sword. 
Return when you've gathered 
more riches. 
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magic at your command as well. 
There are six types of magic to be 
found, including the Magic of Fire 
(which acts as a missile weapon), 
the Magic of Light (which reveals 
secret entrances), the Magic of Re- 
turn (which lets you go back to any 
town you've visited), and the 
Magic of Transform (which turns 
you into a goon so you can wander 
around without being attacked). 
All of these magic spells are cast 
simply by pressing the I button on 
the TurboGrafx controller. 

To move Adol, you press the 
directional pad. To attack, you just 
walk into the enemy. (Hint: It’s 
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easier to defeat your opponents if 
you attack them from the side or 
the rear.) In Book II, you can un- 
leash your Fire Magic to destroy 
enemies without losing any hit 
points yourself. (When you run 
out of hit points, you’re dead.) 

By pressing the II button on the 
controller, you can use items in 
your inventory. In both games, for 
instance, you can purchase an herb 
that restores your hit points. To 
use it, simply choose the herb from 
your inventory and press the II 
button. You'll be asked to confirm 
the action, and then all of your hit 
points will be restored. 

In Ys Book I, hit points are the 
only points to worry about. In Book 
II, you have magic points as well. 
Some locations in both games re- 
charge your points automatically, 
for as long as you stand still. If 
you’re running low on points, 
however, you must fight intelli- 
gently to minimize your loss of hit 
points. Use the restorative herb if 
necessary, or try to find a location 
where your points can be restored. 
In Book I, you can find a healing 
ring that restores your points. In 
Book II, the goddess statues in the 
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DEADLIEST WEAPONS NEVER 
SAW ACTION, UNTIL NOW. 


Imagine the shock of American B-17 
pilots when the first German jet fighters 
whistled past. The lumbering bombers 
seemed to be standing still, sitting ducks for 
radical aircraft years ahead of their time. 

The twin-jet Me 262 unleashed a 
volley of 24 air-to- air missiles in 
less than a tenth er ofa 


second, It’s 


just one of the little-known aircraft you'll 
encounter in Secrets Weapons of the Lujt- 
waffem You'll also blast off at 16,000 feet per 
minute in the incredible Me 163 Komet 
rocket fighter. And pilot the remarkable 
Gotha 229, which bore an uncanny 


resemblance to today’s Stealth bomber. 
Were the Allies saved by Hitler's blunder? 

As you'll read in the 224-page histor- 
ical manual, Hitler’s demand for a blitz 
bomber delayed deployment of the Me 262s 
as fighters. 

In Secret Weapons of the Luftwaffe, 
you can reverse that decision. And pit these 


revolutionary weapons with the more 
familiar German Bf 109 and FW 190 
. fighters against the Eighth Air 
m=" Force B-17 Flying Fortresses, P-51 
~ Mustangs, and P-47 Thunderbolts. 
All technically, historically, and graphically 
authentic. 
Fly in the face of danger. 
Desperate to stop the massive day- 
light bombing raids of the Allies, the 
Germans rushed their experimental aircraft 


Secret Weapons of the Luftwaffe is available for IBM and 100% compatibles, Visit your retailer or order directly with Visa/MC by calling 1-800-STARWARS 
(in Canada 1-800-828-7927). “ and © 1990 LucasArts Entertainment Company. All rights reserved. IBM is a trademark of International Business Machines, Inc. 
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into service in late 1944, You'll experience 
the nail-biting terror of piloting aircraft 

that were as dangerous to fly as they were 
to the enemy. 

You'll rock with the impact ofa direct 
hit. Struggle for visibility through oil 
smeared, bullet-shattered canopies. Watch 
in horror as your 
engine burns. And 
wrestle for control 
against G-forces 
and rough wind 
conditions. All 
with the vivid 
realism of bit- 
mapped 256-color VGA graphics and room- 
rattling sound effects. 

In Secret Weapons of the Luftwaffe, 
you'll do more than relive the air combat 
over Germany from 1943 to 1945. You'll 
decide for yourself whether these exotic 
superweapons could have changed the out- 
come of the war. 
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mines will restore both your hit 
and magic points, as will the Cape 
of the Holy Spirit. 

Like most role-playing games, 
Ys sends you on various mini- 
quests. In Book I, for instance, you 
are not only attempting to find and 
defeat Dark Fact, you're also try- 
ing to rescue a couple of people 
and find a number of objects, in- 
cluding a silver harmonica. In Book 
II, you're searching for the ingre- 
dients needed tosavea young girl’s 
life and trying to release a boy from 


To get through this door, you'll 
have to find the old man in Rance 

] Village. First, though, get some 
magic. 


Deep in the mines, Adol must be 
constantly on guard against 

2 monsters. He must also use his 
Magic of Light. 


In Burnland, Adol finds another 
village. This isasad town, though, 

3 as a conversation with the bridge 
guard will attest. 


On the ice fields, Adol finds one 
of the goddesses. He must dis- 

4 cover several of these before 
working his way into Solomon’s 
Shrine. 
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one of the goons’ prisons. Each 
time you accomplish one of these 
tasks, you inevitably end up richer 
(usually by acquiring important 
items), so the quests aren’t com- 
pletely altruistic. But they help to 
keep the plot moving and to main- 
tain your interest. 

Actually, maintaining interest 
isn’t much of a problem in Ys Book 
I and I. The game plays quickly 
and enjoyably, and its player inter- 
face is smooth and without sur- 
prises. At times you must back- 
track to find items that 
will help you get past a 
particular roadblock, but 
most of the puzzles are 
easily solved. 

Some items, such as 
the Evil Bell in Book II, are 
ingenious, and all of 
them have a distinct pur- 
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Tower, try doubling back at cer- 
tain points. To reach the end of 
Darm Tower, you'll need to back- 
track to find the blue amulet. 
Someone you've already met has it 
and will give it to you. 

In Book II, find the goddess 
statue in the ruins. To solve the 
puzzle of the monsters in the base- 
ment, call them rather than wait- 
ing for them to come to you. But do 
this only after you've found the 
other statues in the mines. Don’t 
forget that your Fire Magic can 


pose. In general, Ys is EB Seg ea 


considerably more effi- 
cient and less cluttered 
than many role-playing 
games for personal com- 
puters. Some games seem more 
like an exercise in inventory man- 
agement than problem solving. 
Incase you get stuck, here area 
few hints for Book I. Start by 
knocking off the easy monsters so 
you can earn enough gold to buy 
the best armor, shield, and sword 
as quickly as possible. Finish your 
work in the shrine before even at- 
tempting the mines. Carry an herb 
and the wings with youatall times. 
When you can’t get any further, 
head for the thieves’ nest. To get 
through the mirror room in Darm 
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melt things as well as destroy 
things, and try to find something 
that lets you walk up the ice slides. 
Once you're through the ice fields, 
remember that it’s dangerous to 
stay human. 

Ys Book Iand Ilisastrong game. 
It’s also the first TurboGrafx-CD 
game to make excellent use of the 
CD format (although it certainly 
doesn’t exhaust the potential). 
Thanks to games like Ys, this sys- 
tem is getting better with each new 
release. 
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Trash all those other basketball 
cartridges! ULTIMATE BASKETBALL” 
captures all the thrills and intensity 
of a real full-court basketball game. 
You are in command; leading the 
court, making the plays, and 
scoring the points. 

Want close ups? Go for the 

slam or a 3-pointer and let the 
full-screen animation blow 
you away! 

When your men start 

to drag, you can substitute 
some fresh blood. 

It's all jam packed into 
one NES cartridge, 
pro-basketball 


at your fingertips! just a spectator 


You control full court 
movement 
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Pick your starting line-up 
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Team up with a friend 
against the computer 


®4. American Sammy Corporation 
2421 205th St., Suite D-104, Torrance, CA 90501 


: @ PHONE: (213) 320-7167 » GAME TIPS: (213) 320-7362 


Be a part of the action-not 


See your shots-up close 
and personal 


ULTIMATE BASKETBALL™ is a trademark of 
American Sammy Corporation. Nintendo and 
Nintendo Entertainment System® are registered 
trademarks of Nintendo of America, Inc. 


ost videogames are 

released in the fall to 

take advantage of the 

holiday shopping 

season, and this fall 
was no exception. Earlier in the 
year, we were lucky to see perhaps 
one new game for the Lynx each 
month; but in the past few weeks, 
we've been practically drowning 
in Lynx games. 

Two of the latest releases are 
exact opposites: Zarlor Mercenary 
and Ms. Pac-Man. Zarlor Mercenary 
is a furious shoot-em-up that was 
designed especially for the Lynx, 
while Ms. Pac-Man is a gentle 
classic that has undergone nu- 
merous translations since first ap- 
pearing in video arcades almost a 
decade ago. 

In Zarlor Mercenary, you play a 
soldier of fortune who has been 
hired by the Zarlors to fight in a 
war against the Mendicants. All 
you have to do is fly your 
spacefighter to the Mendicants’ 
planet and attack their key indus- 
trial and military installations. 

Before the game begins, you 
can choose from seven different 
characters. Each character’s 
spacefighter starts the battle witha 
different special weapon or capa- 
bility. Scorch is a disfigured cy- 
borg who begins witha laser; XQ49 
is a demented household robot 
who starts with wing cannons; 
Landru is a dark demon who has 
power shots; Brenda is a beautiful 
blonde whose ship is endowed 
with turbo-fire; Spike is a paranoid 
warrior who begins with a rear- 


GAME PLAYER'S 


Zarlor 
Mercenary 
and Ms. 
Pac-Man 


Tom R. Halfhill 


firing cannon; Rex is a deposed 
king whose ship is equipped with 
side-firing guns; and Xeterog is an 
ugly but fearless alien who has the 
fastest ship in the fleet. 

You can also buy any of these 
weapons and capabilities at the 
end of each stage — if you have 
enough cash. To earn cash, all you 
have to dois destroy lots of targets 
or sell used equipment back to the 
Merchant of Venus. 

Other than that simple twist, 
Zarlor Mercenary is a straightfor- 
ward shooter. It has six stages of 
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nonstop action, and up to four 
people can play via Comlynx 
cables. 

Ms. Pac-Man is a faithful trans- 
lation of the all-time classic maze- 
chase game. The original Pac-Man 
graphics were simple to begin with, 
so the Lynx version doesn’t sacri- 
fice much in shrinking everything 
down to palm size. The pastel col- 
ors, the bouncy music, and the 
amusing sound effects are just as 
you remember them — unless 
you're discovering this game for 
the first time, in which case you'll 
probably find Ms. Pac-Man a wel- 
come break from such high-tension 
games as Zarlor Mercenary. 

The basic game is unchanged. 
Youcontrolahungry yellow mouth 
who’s trying to gobble up all the 
dots scattered throughout a maze. 
Meanwhile, you’re being chased 
by four ghosts. When you eat a 
blinking energizer dot, the ghosts 
briefly turn blue and you can chase 
them. If you succeed in eating all of 
the dots, you advance to a more 
difficult maze. 

Atari has added a few new 
twists. Before the game begins, you 
can switch to a larger maze or se- 
lect a different maze as your start- 
ing point. This lets you skip the 
easier screens after you improve. 
And on higher levels, you can grab 
a lightning bolt that speeds you up 
for 15 seconds. 

Although Ms. Pac-Man is a 
simple game by today’s standards, 
it has a certain appeal that’s time- 


less. 
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® Single player action 

© Superior graphics & music 
© 6 special weapons 

¢ 4 “Power up” items 

e 9 Cinema displays 

© 20 Different stages 

© Continue option 


e Single player action 
Fantastic graphics & music 
© 6 special weapons 

e 5 “Power up” items 

© 10 Cinema displays 

e 20 Different stages 

® Continue option 


+ 


e 1 or 2 players 

e Superior graphics 

© Animated announcer 

© Outside-the-ring action 

e 34 different killer moves 

© Power meters 

® Training mode for 1 player 


e 1 or 2 players 

e Superior graphics 

© Coaching mode 

© Password for continued action 
© 12 teams 

e Super action cinema screens 


© 1 or 2 players 

e Superior graphics 

© Password for continued action 

e Instant close-ups 

© Over 20 different cinema displays 
e 24 Different teams 

© Choose from 18 different pitches 


NINTENDO GAME 


OF THE 


MONT 


Stephen Poole 


ome jobs 
are a family tra- 
dition. You’ve 
probably heard 
of families in 
which at least 
one member 
from each genera- 
tion goes to sea, 
joins the army, be- 
comes a fireman, or 
hunts vampires. 

Hunts vampires??? 

Yep. In Castlevania II: 
Dracula’s Curse, we find out that 
Simon Belmont — the fearless 
vampire killerin Castlevaniaand 
Castlevania I] — wasn’t the first 
member of the Belmont family to 
battle Count Dracula. Trevor 
Belmont, one of his ancestors, was 
busy combating evil a hundred 
years before Simon was even 
born. 

When the story begins, 
Trevor's village of Warakiya is 
eerily peaceful and quiet — but 
only because all the townspeople 
have fled afterlearning that Count 
Draculahas mustered agruesome 
army of Slasher Skeletons, 
Swamp Dragons, and other evil 
forces. Poised at the Valley of 
Graveyards, Dracula’s diabolic 
hordes are prepared to launch an 
assault that will ultimately leave 


GAME PLAYER'S 


all mankind buried in the Tomb 
of Terror. The only person who 
can avert this fate is Trevor 
Belmont. 

As Trevor, you start Cas- 
tlevania II armed with nothing 
but a whip. When you fight your 
way through each area, however, 
you'll find special weapons left 
by the unseen Poltergeist King. 
This mysterious king has also left 
powerful items, such as a pocket 
watch (to freeze your enemies in 
time), invisibility potions (to 
make you invisible and invin- 
cible), and a rosary (to destroy all 
enemies in sight). 

Neither the weapons nor the 
items are in plain view, however. 
You must find each one, and that 
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means 

searching 

every nookand 
cranny. 

Your great- 
est aid may come 
from the spirit 
world. In Castle- 

vania II you'll meet 
three spirits; if you de- 
feat them, they'll join your 
quest. One spirit is Dracula’s 
son, Alucard. (“Al-ucard” is 
“Dracula” spelled backward.) He 
can shoot fireballs, but his great- 
est power is the ability to trans- 
form into a bat (although he can’t 
attackin this form). Anotherspirit, 
Grant Danasty, is a ghost pirate 
who can walk on walls and ceil- 
ings. The third spirit, Sypha, is a 
mystic warlord who uses flame, 
ice crystals, and lightning bolts 
against his enemies. 

Your task is enormous, and 
your opponents countless. But at 
least you don’t have to worry 
about carrying ona tradition—in 
Castlevania III, you just have to 
start one. After all, you wouldn’t 
want the as-yet-unborn Simon to 
beashamed of his heritage, would 
you? 


Grab the Mystic 
Whip icon to 
change your sim- 
ple thorn whip into 
‘the powerful chain 
whip. It’s your pri- 
mary weapon, and 
=] probably the most 
useful. 
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hearts. The number of hearts you’ve 
acquired determines how often you 
can use special weapons. 
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The blue sections of the castle floor | Real vampire hunters don’t eat 
are like revolving doors. Be careful quiche. Only leg of werewolf can 
when leaping to dodge the flying _—_ sate Trevor's appetite — and re- 
Medusa heads, especially if the _ plenish his life meter. 
blue section you’re on is directly : 

_ above another. 


Atcertain pointsinthe 
game, you'llcometo 
forks in the path 
leading to Dracula's 
lair. Inthis case, Trevor 
wisely chooses the 
upper path, which 
leads to the Clock 
Tower of Untimely 


The stage 1 boss is 
fairly easy to defeat. 
just maintain your 
| distance and keep 
hurling your knives. 


ce 


es: 


‘Normally you’d snatch up this sa- At first you might be wary of this 

_ cred water, but the pocket watch — pendulum, butit’s really yourtrans- 

Te to. you acquired earlieris more effec- —_ portation across a gaping chasm. 
coveralargeheart, tive against the flying Medusa 

ne heads you’ll soon meet. 
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Only the nimblel Danan canreach 
this bonus life. To make him walk 
on the ceiling, press and hold up 
on the directional pad, then press 
tight or left. 
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These devilish amphibians can 
drain yout life force by landing on 
you orlashing out with their poison- 
oustongues. Keep moving; if you’re 
knocked into the muck, you can 
stay ahead of them by jumping. 
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The ledge to Trevor's 
left contains a tasty 
leg of werewolf. Use 
your Mystic Whip to 
uncover it — you'll 
need the energy for 
what lies ahead. 


The Medusa heads 
are really pesky. If 
you held onto your 
pocket watch, 
now’s a good time 
to freeze your foes 
and skedaddle up 
the stairs. 


You'll face these owed eae a 
the start of stage 3. Use your ban- 
shee boomerang and advance 
slowly — fighting more than one of 
them at a time means almost cer- 
tain death. 


Hitch aride on this floating platform 
to avoid the serpents below. Don’t 
relax, though, because the bats 
will try to knock you from your cat- 
bird seat. 
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Atthe top of the Clock Tower you'll 
face Grant Danasty. Hurl knives 
while avoiding the axes he drops 
from the ceiling. If you defeat him, 
he reveals his true self and asks if 
he can join you. 


You can’t kill this Slasher Skeleton. 
Whip him, then race up the stairs 
before he can rise again. 


Hold back your im- 
pulse to whip these 
jellyfish. They multiply 
when hit, so try to 
avoid them as you 
advance. 
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‘The end of stage 4 is guarded by 


this huge green bat. It multiplies 
when whipped, but don’t stop lash- 
ing — when the bats stop multiply- 
ing, they can be killed easily. Find 
a safe corner and keep whipping. 


Three smart tactical decisions 


What if you flew your hang-glider north, 
got lucky enough to catch the afternoon 
updraft, made it to town, rallied your 
troops, and attacked the invaders just as 
they reached the narrowest part of the 
valley below? 


The world is locked in a new ice age. A 
powerful enemy has invaded your small 
village to overtake your heat mines, your 
only source of heat and power. 

A collection of mismatched citizens is 
the only army to oppose the invaders. 

Innocent civilian equipment — skis, 
hang-gliders, snowmobiles and cable cars 
— suddenly become indispensable 
implements of war. 

Manpower and equipment alone will 
never stop the enemy. Your community's 
only hope is superior strategy and leader- 
ship. 

Strategy and leadership are up to you. 

With 32 fully-developed characters, 
detailed maps of its 160,000 square mile 
playing zone, and fractal, light-sourced 3- 
D terrain, Midwinter is gigantic, innova- 
tive, unforgettable! 

For Amiga, Atari ST, IBM-PC/com- 
patibles. 


for your great strategic mind. 


What if Alexander the Great had fought 
Charlemagne? 

What if Napoleon had brought more 
artillery to Waterloo? 

What if a band of Indians attacked King 
Arthur's court? 


UMS II is a sophisticated wargame 
construction kit that gives you absolute 
control of any military encounter you can 
imagine. You determine who fights, 
where, when, and with what equipment. 

In fact, the guiding principle of UMS II 
is to let the player control everything, 
including the level of control he wants. 

You can assemble a battle, watch it 
being fought, then tear it down and build 
it again with the changes you want. Maybe 
change the weather, maybe introduce hills 
instead of valleys, maybe give Custer a 
few thousand more men at Little Big Horn. 

And you can see it all from any of four 
levels of zoom and magnification, from a 
global view of the whole campaign, down 
to a battle zone only 8 miles on a side. 

UMS II is the most powerful tool a 
strategy wargamer can own. 

For Amiga, Atari ST, IBM-PC/com- 
patibles, Macintosh. 


COMMAND” 


‘A Fast Paced Game OF Strategic Global Conquest By Dan Bunten. 


What if you give up on capturing your 
enemy's cities and try to shut down his 
oil fields instead? 


Command HQ is a wargame for the 
rest of us. Serious, but not too serious. 
Details, but not too many. You're the 
commander-in-chief; small questions are 
no concern of yours. When you move a 
plane, you're really moving hundreds of 
aircraft. When you place a soldier some- 
where on the global map, you’re deploy- 
ing tens of thousands of troops. 

But when the conflict starts, an innova- 
tive animation window lets you see all 
the action as if you were right there on 
the front lines. 

With its modem and direct connect 
capability, Command HQ lets you and a 
buddy send taunting messages back and 
forth as you maneuver to drive each other 
into submission. If your friend’s not 
around, no problem... the shrewd com- 
puter opponent will give you all the ac- 
tion you can handle. 

From Dan Bunten, award-winning de- 
signer of M.U.L.E. and Seven Cities of 
Gold. 

For IBM-PC/compatibles. 


Can't find these 3? Call 1-800-879-PLAY for and ordering 
information. © 1S80 MicroProse Software, Ine A Fights Resoned, 
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Avorn these aEete -moving 
mummies is no problem, but you 
might find things a bit trickier when 
they begin to throw their wrappings 
at you. 
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The floating eyes at 
the start of stage 5 
release droplets of 
corrosive acid. Put 
them out of the pic- 
é. ture by leaping up 

4 and ~~ whipping 
them. 
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It’s better to keep moving than to — 


wait for the acid to dissolve a path 
to the candle below — a 's only 
worth one heart. 


re ort eee eo eep AlUCaId, he stage 5 
=< boss, releases bats 
and balls of flame 
when he opens his 
g cape. The bats can’t 
hurt you, so dodge 
iq the flame balls while 
striking blows to his 
head. 


Grant Danasty’s acrobati 
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‘canearn you bonus points here.To — 
reach the candle, leap up to the - 
Ceiling, then crawl to the right and 
up the side of the ledge. 


ave: as ‘close as ‘Deasibie to the 
edge of each stone column, then 
jump when the spikes are at the 
bottom of their descent. 


Alucard. is preeula’ s 
son, and once de- 
feated he'll ask to 
help you in your fight 
against his father. 
- Accepthis offer — his 
ability to change into 
a bat will be crucial 
later in the game. 


Trevor enlent have trouble with all 
the different enemies and crum- 
bling stones at the end of stage 5, 
so take advantage of Alucard’s 
power to safely soar through this 
scene. 
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The guard at the bottom of the 
stairs could pose a problem for 
Trevor. Change to Alucard, then 
stand at a distance and blast the 
guard with the balls of destruction. 
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I's important to upgrade Trevor’s 
whip, but you can improve Alu- 
card’s firepower, foo. 


Ancient gods of 
Greece at war! Evil Tyohon, ior one 
the underworld, has kidnapped lovely Artemis, the 
moon goddess. Apollo, the sun god, attempts a rescue 
astride the winged horse Pegasus. With your expert guid- 
ance, they soar through the sky and battle the likes of the 
snake-headed Medusa; and Charyodis, the sea monster. 
Extra fire power, lives, and speed will help in the final 
assault...ut don't forget to grab Phelios, the Sword of Light, 
when it is offered. 


PHELIOS TM & © 1988. BURNING FORCE TM & © 1989. PAC-MAN © 1980. Namco Ltd. All rights reserved. 


Skies 
Imagine yourself astride a winged horse, 
thrusting and slashing with a magical sword... 
Or skimming the earth on a futuristic airbike, 
blasting through waves of attack robots... Just 
imagine... Now get ready for the kind of 
innovative games we're known for. 


New from NAMCO, the 
Game Creator 


Space combat at the 
Earth University. That's what you signed 
up to learn. Armored attack robots are blown away as 
you deftly pilot your deadly airbike through fantastic 16- 
bit 3-D-like graphics of Earth terrain and alien ruins. Next 
class, you hop in your fighter plane to battle boss 
enemies and mop up in the bonus rounds. When you've 
finally mastered armament upgrades and piloting skills, 
you'll pass level six and graduate, earning the title "Space 
Fighter." 


Licensed by Sega Enterprises Ltd. for play on the SEGATM GENESISTM SYSTEM. SEGA and GENESIS are registered trademarks of Sega Enterprises Ltd, 
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This floating dragon looks like the 
stage boss, but he’s not. He’s actu- 
ally easy to beat. Afterward, how- 
ever, a torrential flood pours 


Is this Transylvania 
or Atlantis? Youcan 
tell when one of the 
gill-men will 
emerge from the 
submergedruins by 
looking for atelitale 
shadow in the wa- 
ter. 


These rocks crumble as you try to 
escape the rising water. Keep run- 
ning, and have your whip ready in 
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You'll encounter several of these 
skeletal dragons. It’s easier to 
change into Alucard and “wing it,” 
but if you defeat a dragon, you'll 
earn several hearts or bonus points. 
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The stage 6 boss is just as easy to 
destroy as the last dragon you en- 
countered. 


case you're harassed by gill-men. 
through the ceiling. : 


8 You can eliminate 
%9 both of these devil 
dogs with one throw 
of your ax. If you aim 
forthe upper dog, the 
ax will hit the lower 
one on its way down. 


Timingis crucialhere. 
Wait until the lower 
guard is at the far 
tight, then step up 
and quickly whip him 
twice. To kill the sec- 
-f ond guard, leap and 
use your whip. 
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Folge piece of stone rain down 
on you in this area. Dash through 
the falling blocks, then change into 
a bat to reach the stairs above. 


It will con you a few pede: But it's 

probably best to transform into a 
bat and fly across this water. Avoid 
the unfriendly bats. 


This green batis ar Desorenes. 
Kneel in safety in the lower right 
corner, then stand and use your 
whip (or special weapons such as 
the dagger or ax, ifyouhave them). 
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Two ways to 
an eves: niin 


ABC's Monday Night Football is a tra- 
dition in more than 20-million American 
households. Now you can enjoy 20-years 
of highlights and then make some of 
your own. 

The new ABC’s MONDAY NIGHT 
FOOTBALL Entertainment Pack features 
the 20th anniversary Monday Night 
Madness videotape and ABC’s Monday 
Night Football computer-software game. 

ABC's MONDAY NIGHT FOOTBALL 
brings the tradition of football excellence to 
life in the most realistic computer-football 
game ever created. The IBM-PC game now 
features enhanced VGA graphics that put 
you right on the field. You’ll even hear 
Frank Gifford make the broadcasting calls 
in key game situations. 


Play the Tape. 


MONDAY NIGHT MADNESS captures two 
decades of the most memorable moments 
from ABC’s weekly football spectacle. 
There’s nothing but action and excitement 
in this thrilling 48-minute VHS videotape 
never before available in stores. 


SURFSRuRTS ee MUPFSPORT 


Then Play the Game. } The ABC’s Monday Night Football 
Entertainment Pack — Either way you 


Sereans shown are rom the 8M and Amiga verions. Other versions may vary. Brand oe product names are iredemarks or epitere (rademarks of thelr respective holder play, you win. 
1990 DATA EAST, 1850 Little Orchard Street, San Jose, CA 95125. (408) 286-7074. 


Available for IBM-PC/Compatibles and Amiga. 
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You'll have to goa 
little batty if you 
hope to advance 
here. Fly upward to 
the first flame, whip 
it, then fly up to the 
second flame. 
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After battling spiders and ravens, 
you'll come to this abyss. Fly to the 
left, then land on the ledge below 
the door to pick up a bonus life 
hidden in the wall. A platform will 
take you up to the door. 


Here’s where that bonus life. will 
come in handy! You’ve got a long 
climb ahead of you before reach- 
ing the boss of this stage. 
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Count Dracula has enlisted even 
the Grim Reaper in his murderous 
army. Your trusty whip is effective, 
but using it means getting close. 
The battle ax seems more suitable 
for this encounter. 


GAME PLAYER'S 
een 


Uh-oh — this fellow is 
big. Keep moving to 
avoid his fireballs as 
you whip him. The 
battle ax is the best 
weapon to 
against this fiend. 


When you find these three caskets, 
get ready for a long battle. Each 
casket contains creatures deter- 
mined to prevent you from reach- 
ing their master. 


use 
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If you destroy the Grim Reaper, this 
huge face fills the screen. Fortu- 
nately, size isn’t everything. If you 
have even alittle strength left, you 
shouldn’t have too much trouble 
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Alucard’s balls of destruction are 
weak, but he can safely fire a con- 
tinuous stream atthe mummies and 
the wrappings they foss. 


Kneel and whip this 
wallforsome scrump- 
tious and rejuvenat- 
ing leg of werewolf. 
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These devil dogs have Biceried 
throughout the game, but now 
they’re airborne! The winged furies 
drop them toward you like a de- 
monic version of air cavalry. 


PLAY FOR CASH 


WITH COLOR DREAMS 


$5,000 CASH AND 
550 FREE GAME CARTRIDGES 
PRIZE GIVEAWAY 


YOU MAY DISCOVER PRIZES AND 
PASSWORDS WHICH WILL MAKE 
YOU AN INSTANT WINNER 
PLAYING WITH 
COLOR DREAMS' 

4 NEW GAMES. 


7 coon 


FOR PLAY ON: 


NINTENDO‘ 
SEGA" GENESIS* 
ATARI” LYNX" 


a ey 
ORDER TODAY! 


VISIT YOUR RETAILER 
OR CALL TOLL-FREE 


1-800-356-8389 
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It’s hard to Baneentate on the fly- 
ing demons, because the stone 
heads shoot fireballs as you climb. 
You can whip the fireballs before 
they hit you, so keep lashing. 
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You'll have to turn into a bat to eel Here aresomemorerevolvingfloor — No, your mind’s not playing tricks 
tothe upperlevelofthisaqueduct. — sections, but they aren’t as easy to on you — you must battle yourself 
Fly throughthe opening, thenhead — spot because the floor is all one ina deadly parody of shadowbox- 


toward the stairs. color. If you have enough hearts, ing. If you stay on the move, you 
you should fly across this area. should be able to defeat your evil 
counterpart. 


The Pillar of Bones - 
marks your arrival 
at the gates to 

< *} Dracula’s inner 
ses sah. ‘| sanctum. Your 


— $288 greatest battle is 
about to begin. 


batt 
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It will take all your 
cunning, strength, 
and resourcefulness 
to destroy the King of 
the Undead. Can you 
stop his plan to en- 
slave all mankind? 


SGP 
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IN MASTERTRONIC, INC. 


18001 Cowan Street, 
Suite A, Irvine, CA 92714 
714-833-8710 


magine, if you will, a universe that holds only g small id 1 


roup el pene Each planet, a barren shell waiting 
* to be giveniife, Imagine further, that within this 
universe there exists the forces of good and evil, 


Having only a single Starbase to work from, you set out 
in ships of your own design, and use them to colonize 
the barren planets, You must also recruit, train, feed 
and arm agalactic force to protect these colonies from 
the evil clutches of your unseen foe, who starts at the 

> other end of the universe, but draws closer with each 
passing heartbeat. 4 


Strategies are needed to meet the many challenges you 
will face as you strive to become a great leader. Taxes 
have to be imposed to raise money to build a stunning 
array of equipment... all the way froma spy satellite / 
to ahydroponic plant. Mining operations have 

to be set up and maintained to obtain precious 
minerals. Farms need to be established to 

feed your growing populous, 


Even while you aré establishing that delicate 
balance called life, an evil and scheming 
dictator is gazing malevolently at the 

whole universe with greedy eyes. 

He schemes to conquer ani 

control. Confrontation 

is unavoidable, 


_. Available for Amiga, IBM and Atari ST computers. 
Suggested retail price $49.99. 
OVERLORD and Virgin Mastortronic are trademarks of 


Virgin Mastertronic International Inc, © 1990. \ 
All rights reserved, Designed and programmed by P ROBE, 
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SEGA GENESIS GAME 


FRESH FROM THE SAGE 


SUMMON THE POWER OF 
2 HYPRION TO STAND DEFIANT 
IN THE SHADOW OF EVIL 


Experience the supernatural 
Powers of Warriors from 
distant times as they roam the 
planet battling the forces of 
darkness, the phantoms of 
Ashura. Hurling the Flames 

of Justice they seek and 
destroy the scourge that has 
befallen the Earth. 


SUPER GRCEREORLEOES 


WIN A 
FREE CD 


*DETAILS BELOW 


a Grebe ee on EN. 
©1990:SIGMA enrenrnse§ “SHAD ats ae We 
: py CORP. 1989 - INSECTOR-: ; 
SAGE'S CREATION, Inc. 14). 899-0309. Y SEGA 
ile 1204 ’ Valley ee Sule 250, Gai araén Grove, CA faa 4 
er 2 a Licensed by Sega Enterprises Ltd lay on the 
(| Seer paver eo ae ee Urs a Sega Goneele System Segsand Genesis we Yaa of 
: x Sega Enterprises Ltd. XG 
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William R. Trotter 


the aie military. Aes 
yet written for personal computers. 


: It garnered rave reviews and won — 
just about every award there was — 


vin. It also laid the foundation 
for MicroProse’s (deserved) repu- 
tation as one of the most creative 


and ambitious oe companies 


in the business. 


In early 1989, MicreBrose de- 
cided to undertake a sequel to this 


c simulation of World War aN 


f the enhanced power, heme 
and graphics of contemporary 
personal computers. One of the 
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Night battles are especially vivid, and 

the simulation of nighttime visibility is 
often dangerously realistic. 
@@eeeeoeeoeooeeeeeoeeee eens 


Silent Service Il 
showcases some 
of the finest VGA 
graphics ever to 
grace a compu- 
ter game. 


Cene capabilities of 251 


_ color VGA and MCGA ee cs. 


of the art a ae simu 


Just take a look at the 


case’ ’ screens througho 
(the sub launching a torpe 


shuddering under a depth-char 


depth remind you of stills f 

very good movie. The tex 

steel and water, fire and smoke 
havea tactility and realism ue 


tions. 
_ Most impressive ae 


must stalk and sink — or desper. 
ately evade during a counterattack. 


82 rae 


COMPUTER GAME of tne MON 


IBM, Tandy, and compatibles; 512K 
minimum memory for CGA, EGA, and 
Tandy 16-color graphics; 640K for VGA 
graphics. Supports Roland and Ad Lib 
sound boards; joystick optional; faster 


computers highly recommended, me xt an a aE a SS 


Your sub is docked 
at its home base, 
taking on supplies 
and torpedoes for 
another patrol. 
Notice the textures 
of the water, steel, 
and wood. 


One of the game’s most impressive 
sights: the giant battleship Yamato 
looming out of the darkness in Truk 
Lagoon. 


Depth-charge attacks are convinc- 
ingly realistic. The submarine’s image 
violently shakes when the “ashcans” 
go off foo close for comfort, 


SF CT 


One Japanese escort ship is hit and 
blazing, and another one of your tin 
fish just missed the stern of that carrier. 


option of re-fighting 
of historical submarine ac 
—fully described in the 
so you can see how wi 
did compared to the 
per — or of going out 
tended patrol and letting 
computer generate a 
targets. The ran 
ments test your: : 


rine captain) you ne 
what you'll encounte 


and oe. oats beco 
available, you'll be reassign 
You a be es deco: 


good, you may: survive 
and be enshrined 
py s ee of Fame. 


You can choose to re- 
fight historic engage- 
ments, tackle random 
battles, embark on a 
single patrol, or pursue an 


} entire wartime career. 
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! 

1 Random encounters may 
I involve contacts with easy 
I targets, such as an unes- 
i} 
i) 
\ 


: Whichever scenario you choose 
play, there are four levels of 
difficulty. The introductorylevel 


corted tanker (a real sit- 
ting duck). But you might 


_ allows you to learn the ropes ‘A alse We ae i large, 
eavily escorted Convoy, 
and hone yo basic sidlls, You , including major units of the 


ean still get killed for gross 
mders and slow reactions, but 
e Japanese are not very ag- 
gressive at that setting and their 
convoys don’t zigzag very of- 
ten. Also, your torpedoes and 
deck gun both pack a stupen- 
_dous wallop (the latter almost 
ridiculously so). 

Thenormal levelintroduces 
realistic damage and more 
plausible enemy behavior. The 
advanced level is designed to 
accurately reflect the danger and 


4 Imperial Navy. 
\ 


challenge of the real thing. If If you're unsure about the identity of a 
: target, consult your |.D. book for verifi- 
cation. 


you become so good that you're 

_ jaded with the advanced level, 
you can go on to something 
called the ultimate level — sce- 
_ narios which MicroProse admits 
are “harder than real life.” On 
this level, the Japanese are so 
skillful and savagely aggressive 
that they almost seem to be 

_ reading your mind. 


ee Se Use this navigation screen (and the 

ca = time compression feature, if you wish 

~_ tospeedthings up) tointercept enemy 
“convoys. 


When escorts attack, dive deep and 
try to find a thermal layer under which 
to hide. 


If you're hit, check 
the damage control 
screen to find out 
what's been dam- 
aged. 


Even the various types of merchant 
ships are realistically modeled. Watch 
out for their stern-mounted deck guns. 
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Dud torpedoes make a pretty splash 
when they hit the target, butthey don’t 
do much to raise your score. 


Small or damaged ships should be 
engaged with your deck gun if there 
are no escorts lurking about. Save your 
torpedoes for the big targets. 


‘We have vehor sordact “ith a large tor get 
O80 Bera 0 


Tadoy suuize is at 0650 
| Today suneet ic ot 250 


Viedbiaay is superb 
| woter depth is about $00 


| Sxac estenstes that at ful speed 

| our broadside iz ethe ot 2600 
Wetton we're sable of TAD 
war periscups ic veekle ot 149 
om twontside 2 able to toner ot 77 
oar end-on is icles 10 comer ot 232 


When you make contact on a patrol, 
the ship’s log gives you all the details 
youneedto plan your attack or pursuit. 


The faster a ship is moving, the longer 
“wake” it leaves on the radar. 


Damage from shelling is cumulative. After a few hits, this smoking ship 
bursts into flames. 


The instrumentation on your sub is vital, 
but is basic and easy to interpret. 


While you’re on patrol, the computer 
(in the guise of CINCPAC — Com- 
mander-in-Chief Pacific) will keep you 
informed of developments in the whole 
Pacific theater. 
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Despite its epic scope a 
tail, Silent Service II is alm 
absurdly easy to play. Mi 
Prose provides its usual han 
keyboard overlay, and ev 
thingis clearly laid out. A si 
keystroke is normally all th 
necessary to perform 90 percent 
of theactions you’llneed to tak 
The manual (handsomely 
signed and lavishly illustrate 
isa model of clarity and org 
zation. 

After a few ne 
sions — firing against r 
hulks that don’t shoot back — 
you're ready to learn bas 
submarine tactics: how to 
underwater thermal layers 
hide from enemy sonar; when 
to deceive the enemy b 
launching a tube full of d 
tothe surface; and how to gauge 
your fuel consumption onalong 
patrol so there will be enough — 
to get you home, while still — 
providing areserve incase you _ 
run into a juicy target on the 
way. 

If you want to test your : 
navigation and tactical skillsto 
the limit, you can learn how to 
plot manual torpedo attacks 
Normally, however, the aut 
mated TDC (Torpedo Data 
Computer) does a pretty goo 
job, so all you have to d 
“mark” your target through ei-_ 
ther the periscope or the bridge _ 
binoculars. Your most cha 
lenging task, usually, is tryir 
to get within range for a good _ 
shot (less than 3000 yards) — 
without being spotted by the 
target’s escorts. : 
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you'll 
be periodically assigned to newer and 
more deadly types of submarines. 


At night, heavy shells from surface 
vessels kick up phosphorescent pillars 
of water. 


UNITED STATES NAVY 


Sir, 
1 Wich to commend you on returning 


are appreciated, but unfortunat 
your record does no! 
any special awards a} 


1 sincerely hope you hav: 
luck on your next war patrel 


SIGNED 

Base Cornmander 
A mild rebuke from CINCPAC; better 
luck next time. (Notice one of the 
game’s few inaccuracies: filter ciga- The explosion graphics are realistic too. 
rettes. They should be unfiltered Lucky Ahit on a freighter won‘t create nearly 
Strikes or Chesterfields.) as many fireworks as a hit on a tanker. 


At the beginning of the war, 
the odds against you are 
daunting. Note the number 
of Japanese bases com- 
pared to the number of 
American ones. 


a 


on the roster of the Submariner’s Hall of 
Fame. Otherwise, it’s “Taps” and a wa- 
tery grave. 


fae ee : 
Lt Cmdr CODPIECE USSPIRANHA Skill level: Intro 
* Start Date: 01/01/44 KI 
End Date: 027744 


he original 
Dragon War- 
rior was one of 
the first role- 
playing games 
for Nintendo 
that empha- 
sized strategy 
overaction. As 
Erdrick the Great, you struggled 
to free the kingdom of Alefgard 
from the evil Dragonlord of Char- 
lock. 

Since then, for 100 years, peace 
has reigned. But now Hargon the 
Sorcerer has sacked Moonbrooke 
Castle and is trying tosummon the 
ill-omened gods from the dark. As 
the son of the King of Midenhall 


At the King of Osterfair’s coliseum, you'll 
enter a contest of strength that has a prize 
worth winning. 


and a descendant of Erdrick, you 
must journey forth to find the mys- 
tic Crests and gain enough power 
and knowledge to defeat Hargon. 

So begins Dragon Warrior II, the 
latest installment in this series to 
be released in America. Known as 
Dragon Quest in Japan — where 
four installments have been re- 
leased so far —it is the most popu- 
lar Nintendo role-playing game 
ever. (See “Player’s World,” Game 


DRAGON 
WARRIOR II 


Jeff Lundrigan 


Version reviewed: Nintendo. Enix, 


4030 148th Avenue NE, NG-1, 
Redmond, WA 98052. 


Player’s, May 1990.) 

Those who have played the 
original Dragon Warrior will feel 
right at home with the sequel. The 
playing system is essentially the 
same, and a number of the items 
and creatures you find will behave 
much as you remember. 

The main difference is that in- 
stead of controlling one character, 
you now control three. The two 
extra characters accompany you 
wherever you go. If one is killed, 


This important crossroads can be found 
on one of Alefgard’s many islands. 


HAHE-LU-—HP- 


Watch out for this saber-toothed tiger. 
Any creature with “saber” in its name is 
bound to be tough. 


his or her “ghost” will follow you 
until that character is revived. 

Having three characters gives 
you three times the fighting ability 
and lets you carry three times as 
many items. This is good, because 
the world of Alefgard is almost 
four times larger than it was in 
Dragon Warrior. 

Fans of shoot-em-ups should 
definitely look elsewhere. The 
Dragon Warrior series takes its cue 
from computer role-playing 
games, and the emphasis is on 
strategy and problem solving in- 
stead of action. The outcome of 
combatis determined by hit points 
and the use of magic, not by coor- 
dination with the controller. 

It will take hours and hours of 
play to finally destroy Hargon. The 
traditional role-playing advice — 
talk to everyone and write every- 
thing down — is especially crucial 
in this game. 

In terms of complexity and 
sheer sprawl, Nintendo role- 
players will have a hard time 
finding a tougher challenge than 
Dragon Warrior II. 

GP 
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illand Ted have 
a major prob- 
lem. It’s theend 
of the school 
year, and there 
is not much 
that stands be- 
tween them 
and scholastic 
disaster. Their history teacher has 
given them an ultimatum — make 
an “A” on their final term papers 
or spend a less-than-excellent 
summer in school. 

Fortunately, Bill and Ted have 
recently made the acquaintance of 
Rufus, a mysterious man who 
travels through the ages in a time 
machine that resembles a phone 
booth. If Billand Ted can find some 
historical figures and bring them 
back to 1990 before school the next 


Strange things are afoot at the Circle K. 
Rufus, a most excellent time traveler, has 
kindly granted the use of his time booth. 


day, they just might pass their 
course. 

Rounding up all those famous 
folks isn’t quite as easy as Rufus 
madeitsound, however. Although 
some of them will follow the boys 
‘home, no questions asked, others 
aren't so easily persuaded. 

For example, Socrates requires 
you to answer a philosophical 


BILL & TED'S 
EXCELLENT 
ADVENTURE 


Gary Meredith 


Version reviewed: IBM, Tandy, and 
compatibles; 512K minimum 
memory for MCGA or VGA graph- 
ics; 384K for CGA, EGA, or Tandy 


16-color graphics; DOS 2.1 or 
higher; joystick optional; Adlib 
sound board optional. Capstone 
(a division of Intracorp), 14160 SW 
139 Court, Miami, FL 33186. 


question before he’ll enter the time 
machine. Your search for the an- 
swer takes you on a rather haz- 
ardous journey to the Temple of 
the Delphic Oracle. And when Bill 
and Ted locate Billy the Kid, the 
young outlaw has just been accused 
of cheating at cards. You'll have to 
duke it out with his partners before 
he can follow you home. 

Sometimes — especially on the 
more difficult levels — the object 
you need isn’t located in the same 
time zone as the famous person- 
age. The fire extinguisher you need 
to help Joan of Arc, for example, 
must be tracked down in another 
time period. 


You'd think that after all his pondering, 
Socrates could figure out the answer to 
this question for himself. 


Each time you bag a couple of 
historical dudes, you must take 
them back to the San Dimas Mall 
(Rufus’s time booth can hold only 
four people, including Bill and 
Ted). When you've collected six of 


To get Ludwig van B. to follow you back to 
the mall, provide him with the notes you 
found elsewhere in time. 


them (or twelve, depending on 
which level you play), you can 
present them to the teacher. 

Bill & Ted’s Excellent Adventure 
follows the movie fairly closely, 
even using digitized voices of the 
original actors. It’s geared more to 
younger game players and movie 
fans rather than serious role-play- 
ers, but thanks to its humor and 
colorful graphics, it does have ex- 
cellent and bodacious moments. 
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ere’s one of the 

cleverest con- 

cepts of the 

year: an elabo- 

rate pinball 

game wrap- 

ped around a 

quest adven- 

ture, with the 

pinball itself as the hero’s weapon, 

and with assorted demons and 

monsters for targets instead of the 

usual flashing lights and bumpers. 

After coming up with such a 

refreshing idea, though, it seems 

as if Jaleco could have found a 

better story than the old kid- 

napped-princess plot. But never 

mind — this game still delivers the 
goods. 


Move your flippers upward as you ad- 
vance, and downward to restart if your 
ball drops a level. 


Pinball Quest offers six levels of 
intense, colorful pinball action as 
you shoot your way through 
graveyards, dungeons, and armies 
of goblin guards. Even if you’re an 
ace at regular pinball, you'll find 
your flippering and tilting skills 
challenged to the max. 

Unlike other video pinball 
games, you have to move your 
flippers from screen to screen to 


MIVIEVBS 


Ney 


PINBALL 
QUEST 


William R. Trotter 


Version reviewed: Nintendo. Jaleco 


USA, 310 Era Drive, Northbrook, IL 
60062. 


keep up with the ball. In other 
words, when the ball rolls upward 
toanewscreen, your flippers don’t 
automatically reappear — you 
have to move them up there your- 
self before the ball rolls back. Keep 
moving the flippers upward as you 
advance, or hurriedly drop them 
down if the ball rolls back a level. 

After clearing a stage, you can 
visit theimps’ black market, where 
you may spend the gold you’ve 
earned to buy special flippers and 
stoppers. 

If you’re short on gold, youcan 
try stealing from the imps. At best, 
you've got a 50-50 chance of ab- 
sconding with a random inven- 
tory of flippers and stoppers. If 
you fail, you lose half of your re- 
maining gold. 

As a nice bonus, Jaleco offers 
three single- or multi-player mini- 
games to complement the role- 
playing adventure. These include 


STOPPER 
@ FLIPPER 


When you clear a stage, you can buy flip- 
persand stoppers at theimps’ black market. 


a colorful circus-theme pinball 
game and pinball golf — worthy 
amusements in themselves. The 
graphics throughout Pinball Quest 
are garishly bright and crisp in the 
best tradition of pinball art. 
Pinball wizards of all ages 
should give this game a try. The 
quest adds considerable challenge, 
although some may find it frus- 
trating and tricky at first. Pinball 
Quest really is differentin feel from 
a conventional pinball game, and 


Pinball Quest includes three bonus games, 
and each is well worth playing. 


it requires some mental retooling 
of your pinball skills. 

One thing for certain: Jaleco is 
offering a very generous package 
of entertainment in Pinball Quest. 
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n most games, 

you're a glamor- 

ous hero: a jet pi- 

lot, an astronaut, a 

knight in shining 

armor, or an ax- 

swinging strong- 

man. But in Boxy 

Boy, you're just a 

teenage ware- 

house worker who’s trying to earn 
some spending money. 

Something else that sets Boxy 

Boy apart is that it’s the first pure 

puzzle game for the NEC Turbo- 

Grafx-16. You don’t need quick 

reflexes, and you don’t even need 


ISTAGE 006] 


You can select any room on a level — but 
you can’t advance to the next level until 
you've solved all of the rooms. 


quick thinking, as you doin games 
such as Klax and Timeball. 

Boxy Boy is really very simple. 
Each screen shows one room in a 
warehouse, and each room has a 
few woodencrates scattered about, 
plusan equal number of white dots. 
All you have to do is push the 
crates onto the dots. When you're 
done, youadvance toanother room 

-that has a more difficult arrange- 
ment of walls, crates, and dots. 

Of course, it’s not quite as 
simple as it sounds. For example, 


REVIEWS 
KS 


BOXY BOY 


Tom R. Halfhill 


Version reviewed: NEC TurboGrafx- 
16. NEC Technologies, 1255 
Michael Drive, Wood Dale, IL60191. 
Also available for the Sega Gen- 
esis as Shove it! from DreamWorks, 
150 Woodbridge Plaza, 10201 
Wayzata Bivd., Minnetonka, MN 
55343; and for the Game Boy as 
Boxxle from FCI, 150 East 52nd 
Street, 34th Floor, New York, NY 
10022. 


you can only push the crates; you 
can’t pull them backward or pick 
them up. That means if you pusha 
crate against a wall that doesn’t 
have a doorway, you can’t get be- 


This is the first really difficult room on 
level 1. The trick is to make temporary use 
of the open area at the lower right. 


hind the crate to move it away 
from the wall later. 

The first rooms aren't too dif- 
ficult, but sooner or later you'll 
findaroom thatseems impossible. 
Nevertheless, every room does have 
a logical solution. Fortunately, 
there’s no time limit in Boxy Boy. 

If you get stuck, youcanskip to 


it 
HARE 


i 
i 
tt 
q 
tt 
tt 
i 
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Using the Boxy Editor, you can design 
your own puzzle rooms. But it’s very easy 
to make a room that’s impossible to solve. 


another room on the same level. 
There are five levels, each with 20 
rooms, for a total of 100 different 
puzzles. You can also reverse your 
moves one step at a time or restart 
a room from the beginning. 

If Boxy Boy sounds familiar, 
that’s because it’s virtually identi- 
cal to Shove It! for the Sega Genesis 
and Boxxle for the Game Boy (see 
Game Player's, June 1990). There are 
a few differences, but even the pat- 
terns of the rooms are the same. 

It’s not surprising, then, that 
Boxy Boy suffers from the same 
problem as Shove It! and Boxxle: To 
like this game, you must enjoy 
solving its one basic puzzle over 
and over again. Boxy Boy is, how- 
ever, a welcome change of pace 
from action games. 
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or players who 
couldn’t get 
enough _is- 
land-hopping 
excitement in 
Hudson's Ad- 
venture Island, 
Master Hig- 
gins is back 
and ready to explore more un- 
charted isles in Adventure Island II. 


COSZS.0 


The honey girl makes you invincible while 
she’s flitting around, so get by as many 
enemies as possible while she’s on the 
screen. 


The sequel has twice as many 
playing fields — eight islands and 
64 levels. And while much of the 
action will be familiar to experi- 
enced Adventure Island explorers, 
the scenery and characters have 


OLSS LO 


dat uo Tue uLEE 


The "elasmosauris i is the only one of your 
traveling companions that can swim. He 
moves faster than Master Higgins, so use 
him to your advantage. 


PIVENS 


\f7 


ADVENTURE 
ISLAND Il 


Lisa Bouchey 


Versionreviewed: Nintendo. Hudson 


Soft, 400 Oyster Point Bivd., Suite 
515, South San Francisco, CA 94080. 


changed. Racing through the game 
on a skateboard gives you extra 
speed, and youstill score points by 
destroying hostile enemies and 
consuming as much fruit as pos- 
sible, but Master Higgins has 
traveling companions in this ad- 
venture. 

As you roam the tropical is- 
lands, deserts, snow-covered 
mountains, and depths of the sea, 
you'll encounter deadly snails, fire- 
breathing snakes, and dangerous 
denizens of the deep that try to 
stop you in your tracks. But you'll 
also find hidden eggs that hatch to 
reveal prehistoric-type creatures. 
When these creatures appear, hop 
onto their backs and hold on for a 
wild ride. 

The blue camptosaurus can at- 
tack your enemies by whipping its 
tail, and the fire-breathing red 
camptosaurus can destroy every- 
thing your enemies throw at you 


except flame. You can fly on the 
pteranodon and drop rocks on 
your enemies, or swim through 
the seas on the elasmosaurus. 
(Hint: The elasmosaurusis the only 
creature that can swim. Keep the 
other animals out of the water.) 

Askateboard is the other mode 
of transportation available on-the 
islands. But be careful — although 
you can move faster on the skate- 
board, you won't be able to stop 
unless you stumble, a problem for 
expert riders. 


There are eight islands and 64 levels to 
explore in Adventure Island II, twiceas many 
playing fields as in the original game. 


Eatall the fruit you come across 
to build up your score and energy 
level. Eating a flower will double 
the points you get for fruit, and 
drinking milk will raise your en- 
ergy level to the max. Stay away 
from eggplants, though — Master 
Higgins hates them, and you'll lose 
energy points if you scarf one 
down. 

The action and graphics in 
Adventure Island II are more var- 
ied, colorful, and fun than in the 
original. Old fans are sure to like 
this sequel. 
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ays of Thunder 
was one of last 
summer’s 
most high- 
powered 
films. Starring 
Tom Cruise, it 
tried to do for 
stock-car driv- 
ers what Top Gun did for Navy pi- 
lots. Now the Nintendo version 
puts you behind the wheel of Cole 
Trickle’s green NASCAR racer. 

Starting with the Daytona 500, 
Days of Thunder follows seven 
races on the NASCAR circuit. Each 
track has its own characteristic 
straightaways and turns, making 
some more difficult than others. 

Before each race, a time trial 
determines your starting position. 
When the race begins, watch your 
speed and stay as far inside as 
possible through the turns, or you'll 
find yourself slamming into the 
wall. 

Oddly, though, there are no 
explosive crashes in Days of Thun- 
der. Collisions — either with the 
wall or other cars — merely dam- 
age your engine and tires. The 


Knowing when to enter the pits can mean 
the difference between winning and los- 


ing. 


PIVLENBS 
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DAYS OF 
THUNDER 


Jeff Lundrigan 


Version reviewed: Nintendo. Also 
available for IBM, Tandy, and com- 


patible computers. Mindscape/The 
Software Toolworks, 60 Leveroni 
Court, Novato, CA 94949. 


damage severely affects your car’s 
performance, however. A panel at 
the lower right records the amount 
of punishment your car has suf- 
fered. When the indicators go red, 
it’s time for a pit stop. 

As in a real race, the pits are 
critical to victory. Even a minute’s 
delay can put you way behind, 
and herein lies the game's biggest 
shortcoming: You must move each 
member of the pit crew individu- 
ally. While this provides an inter- 
esting challenge, it’s difficult to get 
the hang of — and the middle of a 
game isn’t the time to learn. 
Watching your position indicator 
drop steadily while you struggle 
to get the tires off your car can be 
awfully frustrating. A feature that 
allowed you to practice would have 
been helpful. 


Ml 
Get ready to trade that two-wheeler for a 
NASCAR racer. 


You can catch another car’s “drag” to cut 
fuel consumption. 


Also, asin many racing games, 
you may get a little tired of just 
driving around and around in 
circles. A fiery crash every now 
and then would have given the 
game some needed visual pizazz. 

Nonetheless, Days of Thunder 
has plenty of racing action. The 
other drivers on the track are smart 
and will do everything they can to 
keep you from passing. Getting by 
the leader is a real contest that 
requires strategy and a skillful 
hand on the control pad. 

Although it doesn’t quite cap- 
ture the feeling of driving a stock 
car at 200 miles an hour, Days of 
Thunder is worth a look if you en- 


joy racing games. GSP 
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he National 
Basketball As- 
sociation hasn't 
always been as 
wildly popular 
as it is today. 
Things were 
different back 
in 1979 when 
two extraordi- 
nary players entered the league — 
a quiet farm boy who could stroke 
the jump shot from almost any- 
where, and a flashy, oversized 
point guard who could dish it off 
like no one else before him. 

Larry Bird of the Boston Celtics 
and Magic Johnson of the Los 
Angeles Lakers ushered in a new 
era for the NBA, one that contin- 
ues today. 

One of the main attractions 
throughout the 1980s was the duel 
between the Lakers and the Celtics, 
which included an intense rivalry 
between Magic and Bird. Getting a 
chance to play out these classic 
confrontations (and many others) 
is just one of the many remarkable 
features of Lakers Versus Celtics. It 
captures many of the thrills of real 
NBA basketball — the fast-break 


James Worthy goes over Portland’s Buck 
Williams for a two-pointer. 


Brian Carroll 


Version reviewed: Sega Genesis; 
also available for IBM, Tandy, and 


compatibles. Electronic Arts, 1820 
Gateway Drive, San Mateo, CA 
94404. 


The game’s statistics are accurate and were 
taken from the 1989-90 season. 


action, the half-court strategy, and 
the famous names. 

In addition to Magic and Bird, 
you'll find Michael Jordan, Do- 
minique Wilkins, David Robinson, 
and most of your other favorite 
players on the game’s eight NBA 
clubs and two all-star teams. The 
presence of these greats adds an 


Choose from an all-star cast of players. 


element not found in any other 
basketball game. 

They aren’t just pretty faces, 
either. It’s exciting to watch them 
perform the same signature moves 
you've come to expect of their real- 
world counterparts. You'll see 
Barkley’s monster jam, Jordan’s 
patented reverse slam, and Isiah’s 
finger-roll in heavy traffic. 

The more familiar you are with 
NBA basketball, the better you'll 
be at Lakers Versus Celtics. As the 
game manual advises, youshould- 
n’t play a style of basketball un- 
suitable for the club you're coach- 
ing. For example, don’t use a fast- 
break offense if you have the lead- 
footed Celtics. Instead, take ad- 
vantage of their pinpoint passing 
and excellent shooting abilities. 

Lakers Versus Celtics isn’t per- 
fect. The referees may frustrate you 
by frequently calling touch fouls, 
and the game also stretches the 
limits of the imagination. Seven- 
footers Bill Laimbeer and Robert 
Parish have never been accused of 
showboating with dunks from the 
foul line — a feat they each ac- 
complish with shocking regularity 
in Lakers Versus Celtics. 
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ife is about to 
get very com- 
plicated for Rad 
Gravity. Centu- 
ries ago, the 
United Planets 
were run by the 
Compuminds, 
who communi- 
cated instantaneously over a star- 
warp data link. Then an evil mu- 
tant living brain named Agathos 
shut down the Compuminds. The 
union was destroyed and the nine 
planets fell into decay. 

Kakos, one of the Compu- 
minds, was later found and reac- 
tivated. Now Rad Gravity, the most 
promising space cadet from the 
planet Quark, has been given the 
last remaining spaceship to find 
the other Compuminds and de- 
stroy Agathos. Beginning with only 
one teleport code anda laser sword, 
Rad and Kakos blast off to Cyberia 
on the first leg of their journey to 
restore union to the ruined worlds. 

Each planet has its own action 
sequences to get through, and the 
terrains are amazingly varied. The 
graphics reflect every science-fic- 


Rad begins each stage in his ship. From 
there, you can either teleport to the surface 
or warp out of the system and try some- 
where else. 


TF, 


RAD GRAVITY 


Jeff Lundrigan 


Version reviewed: Nintendo. 
Activision/Mediagenic, 3885 


Bohannon Drive, Menlo Park, CA 
94025. 


When the game starts, you only have one 
teleport code. It’s for Cyberia, so start your 
adventure there. 


tionstyle youcanimagine and then 
some, from the cyberpunk world 
of Cyberia to the post-apocalyptic 
Effluvia. Rad himself is the kind of 
square-jawed hero found in sci-fi 
flicks from the 1950s. There’s even 
the planet Turvia, where gravity 
works in reverse. 

As Rad makes his way around, 
he'll find a number of items to 
make his life a lot easier —if he can 


get them. Some sections require a 
lot of shooting while others re- 
quire careful jumping, but they all 
demand a lot of skill — maybe too 
much, in fact. There’s a fine line 
betweena game that’s challenging 
and one that’s frustrating, and Rad 
Gravity comes perilously close to 
crossing it. 

Fortunately, there’s plenty of 
extra life energy to be found, and 
should Rad ever get low, simply 
use the communicator and beam 
back to the ship. You'll have to 
start over from the beginning of 
the stage, but Rad’s energy will be 
totally recharged. Also, the game 
provides a lot of passwords, so it’s 
possible to continue even if Rad 
does come to a messy end. 

The Adventures of Rad Gravity 
combines excellent graphics with 
a sense of humor. (For example, if 


When Rad’s energy is gone, move fast to 
beam back up to the ship. If you’re quick 
enough, you can avoid having to restart 
the game. 


you sit somewhere too long, Rad 
will roll his eyes, sigh, and twiddle 
his thumbs.) Mixed with a seem- 
ingly endless series of genuinely 
challenging puzzles, it’s a lot of 
game with a lot of personality. 
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argoyle’s 
Quest, one 
of Cap- 
com’s first 
Game Boy 
titles, is 
basically a 
gp uweens t 
game with 
heavy doses of action. The result is 
a fast-paced adventure that should 
challenge expert gamers as well as 
beginners. 

The story is fairly straightfor- 
ward: Firebrand, the guardian 
Gargoyle of the Realm, mustsearch 
the kingdom for the sole heir to the 
Red Gargoyle. Only this heir can 
restore a magic flame. If Firebrand 
accomplishes his mission, peace 
will be restored to the kingdom 
and the evil Destroyers will be 
defeated. 

The greatest challenge in 
Gargoyle’s Quest is simply making 
your way through the wastelands 
and castles. Spikes, flames, crum- 
bling bridges, and piranha-infested 
waters are just a few of the hazards 
that make this kingdom a very 
dangerous place to explore. 


You can bait this Gorillar by luring his fire 
high and then dropping down to eye level 
for your attack. 


GARGOYLE'S 
QUEST 


Brian Carroll 


Version reviewed: Game Boy. 
Capcom, 3303 Scott Boulevard, 
Santa Clara, CA 95054. 


Be sure to investigate every inch of the 
kingdom. You never know who or what 
you'll meet. 


As you search the vast territo- 
ries, be sure to investigate every- 
thing. You never know who or 
what you'll find. Talk to everyone 
you meet to get information, tips, 
and valuable items. 

When you encounter one of 
the perilous action sequences for 
the first time, stop for a moment 
and think about your response. 
Often there is only one path to 
safety. Firebrand has fantastic 


You can use one of your weapons to create 
these steppingstones. 


leaping and hovering abilities, and 
it’s a good thing — you'll need 
them. 

By the time you reach the Dark 
Tower, you should have a pretty 
good idea of what Firebrand can 
and cannot do. This is important, 
because you won't have timeinside 
the tower to put together a travel 
plan. You'll have to be quick on 
your feet and aware of the dangers 
confronting you. 

Gargoyle’s Quest uses two per- 
spectives — an aerial view and a 
close-up side view. The aerial view 
appears when Firebrand is out and 
about searching for information 
and items, and the side view ap- 
pears during battle scenes. The 
graphics are generally above aver- 
age except for some of the darker 
scenes, where it’s difficult to tell 
exactly what’s what. 

With the release of Gargoyle’s 
Quest, Capcom’s excellent reputa- 
tion for producing quality games 
for Nintendo carries over to the 
Game Boy, too. This is a sophisti- 
cated action-adventure game with 
excellent player control. 
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he friendly 
ghost in this 
spirited game 
has everything 
a playful ghoul 
could wish for 
— a castle to 
haunt, hidden 
treasures to 
find, and a belly full of bubbles to 
play with. 

Bubble Ghost was adapted from 
acomputer game by Accolade. The 
Game Boy version is easier to play, 
but the story is the same: A lonely 
ghost is trapped in the hallowed 
halls of the 35-room castle he once 
called home. In order for his spirit 
to find eternal rest, he must make 
his way through the castle without 
bursting any of his six fragile 
bubbles. 

It sounds simple enough, but 
there’s a catch. If anything touches 
one of his bubbles, it will pop. That 
means he can’t even touch the 
bubble himself — he has to move 
the bubble by blowing on it. You 
can blow from eight different di- 


in no time. Try blowing out the candle 
before you float by. 


7 


BUBBLE GHOST 


Lisa M. Bouchey 


Version reviewed: Game Boy. FCI, 
150 East 52nd Street, New York, NY 
10022. Also available for|BM, Tandy, 


and PC compatibles; the Amiga; 
Commodore 64; Atari ST; and Apple 
IGS. Accolade, 550 S. Winchester 
Blvd., Suite 200, San Jose, CA 95128. 


rections, but pay close attention to 
your aim. If the bubble bumps into 
a castle wall, a trap, a burning 
candle, or a whirling fan, it will 
burst. 

As youmake your way through 
the maze of rooms in the castle, 
look for hidden passages and se- 
cret bonus objects that will raise 


{ SOBUBELE GHOSTOO } 


SOuUS 


If you're behind the bubble and blow for- 
ward, the bubble will float forward. Points 
are scored according to the movement of 
the bubble. 


your score. Some secret passages 
even let you skip levels. 
Don’tuseall your hot air just to 
move the bubble. Try blowing out 
candles and turning off fans toearn 
extra points. This also makes it 
easier to get through the maze. If 
you spot something that looks a 
little fishy, blow onit and see what 
happens. You might even try 
blowing on other things in the 
room to get the suspicious object 


7 


SOBUBELE GHOSTOO }f 


The 35-room maze is divided into 6 levels. 
Each time you successfully complete a 
level (rooms 6-11, for example), you'll get 
another ghost player. 


to move. But don’t forget to let 
your ghost breathe. If you hold 
down button A, the ghost will blow 
until he seems red in the face. 

If you succeed in guiding the 
lonely ghost through all 35 rooms 
of the castle, he’ll be ecstatic as he 
floats off to bubble heaven. 

With relatively uncomplicated 
mazes, simple graphics, and en- 
dearing characters, Bubble Ghost is 
a natural for the Game Boy and 
should be a hit with players of all 
ages. 
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NINTENDO TRIES TO STOP 
GAME GENIE INCANADA 


Nintendo, which last summer won 
a court order blocking sales of the 
Game Genie in the United States, is 
now trying to stop sales of the 
controversial device in Canada. 

As reported in last month’s is- 
sue of Game Player’s, the Game 
Genie began appearing in Cana- 
dian stores last August. The com- 
pany which is selling the Game 
Genie in Canada — Ontario-based 
Camerica Corporation — was not 
affected by the U.S. federal court 
order which forbids Galoob Toys 
from selling the Game Genie in the 
iS: 

To stop Camerica, Nintendo 
filed a lawsuit in Canadian federal 


court and is asking the judge to 
halt all sales of the Game Genie in 
Canada. As this issue of Game 
Player's was going to press in mid- 
October, a hearing on Nintendo’s 
request was scheduled for later in 
the month. If Nintendo wins the 
hearing, Canadian sales of the 
Genie could be blocked for several 
months until Nintendo’s lawsuit 
goes to trial. 

Meanwhile, in the U.S., a 
hearing was held in September on 
Galoob’s appeal to reverse the court 
order which is blocking all U.S. 
sales of the Game Genie. At this 
writing, the judge had not yet 
reached a decision on Galoob’s 


THE MAGIC CANDLE 
FOR NINTENDO 


American Sammy is bringing outa 
Nintendo version of the popular 
computer role-playing game The 
Magic Candle. You play a hero who 
explores and battles his way 
through the lands of Deruvia, 
gathering spells and fighting foes 
to save a sputtering candle whose 
power has kept the vile demon 
Dreaux imprisoned for eons. 

The computer version of The 
Magic Candle wona Game Player's 
Award last year for the Best PC 
Fantasy Role-Playing Game of 
1989. 


May 12 Li 
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S gonshi wushrooms?.. 
Should Lukas take it? 


es! No 


The Magic Candle, an award-winning 
computer role-playing game, is now being 
translated for the Nintendo Entertainment 
System. (PC version shown.) 


appeal. His decision will determine 
whether the Game Genie will be 
released in the U.S. in time for the 
holiday shopping season. 

The Game Genie is a device 
which allows gamers to change 
the way their Nintendo games play. 
By entering special codes supplied 
with the Game Genie, players can 
give their on-screen characters un- 
limited lives or special powers, and 
in some cases can select stages. 
Nintendo claims the Game Genie 
violates Nintendo’s trademarks 
and copyrights, and that it could 
harm Nintendo’s videogame 
business. 


NEW KIDS ON 
THE SCREEN 


Parker Brothers has signed the pop- 
music phenomenon New Kids on 
the Block to star in a new NES 
game. The New Kids, who have 
four multi-platinum albums to 
their credit, are the first music 
group to star in their own 
videogame. The cartridge is ex- 
pected to be released in June. 

Although the game is still in 
development, it’s expected to fea- 
ture the New Kids’ life on the road, 
including concert tours, scream- 
ing fans, and a soundtrack of the 
New Kids’ own music. 
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BRODERBUND EXITS NINTENDO MARKET 


Broderbund Software, which 
makes the U-Force controller and 
such Nintendo games as Battle of 


Battle of Olympus, one of the Nintendo 
games THQ is buying from Broderbund. 


Olympus, Legacy of the Wizard, 
Guardian Legend, and Dusty 
Diamond's All-Star Softball, is sell- 
ing its videogame division to THQ, 
a toy company and new Nintendo 
licensee. The U-Force and the 
games will continue to be avail- 
able from THQ, which is based in 
Calabasas, California. 
Broderbund will continue 
producing its large catalog of en- 
tertainment, educational, and 
business software for personal 
computers. Broderbund says the 


sale of its videogame division will 
allow the company to concentrate 
on the computer software which 
has been Broderbund’s strength 
for more than a decade. 

As a result of the sale, the re- 
lease of Power Games — a four- 
games-in-one cartridge designed 
especially for the U-Force — will 
be postponed indefinitely. 


FUTURISTIC WARFARE FOR GENESIS 


The year is 2016, and the Super 
Strategic Defense Initiative agree- 
ment of the 1990s has banned all 
ICBMs and nuclear warheads — 
only Super Strategic Mobile 
Weapons can be used to wage war. 
In a world of military acronyms, 
the best SSMW is the Granada 
Hypertek Cannon Tank (HCT). 
Now you can take control of your 
own HCT in Renovation’s Granada 
for the Sega Genesis. 

The Granada HCT is an awe- 
some piece of mechanicalmnayhem. 
It combines the best features of 
tanks, aircraft, and missile silos. 
Shields and sophisticated radar 
form an imposing defensive bar- 
rier. The HCT’s arsenal includes 
multi-directional interceptors, 
long-range homing missiles, and a 
secret weapon guaranteed to blow 
all enemy forces to bits. 


After jumping into the 
machine’s seat, you can start 
blasting your way across the 
countryside, protecting the peace- 
ful town of Tobora from enemy 


agents. You'll also clash with the 
giant flying battleship Astarsha and 
the equally lethal Valsic HCT in 
duels to see who has the world’s 
most powerful war machine. 


Dominate the world with your high-tech tank in Granada. 
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Imagine walking into your neigh- 
borhood video store, renting a re- 
cent movie, grabbing some pop- 
corn,and buying anew videogame. 

Starting soon, Tengen’s Nin- 
tendo, Sega Genesis, and NEC 
TurboGrafx-16 games will be 


ae Sime! “lf 


available for purchase at partici- 
pating video stores. Every game 
comes with a $5 rebate coupon 
from Tengen. 

The first video distributors to 
try Tengen’s new approach to 
selling videogames are Commtron, 


1EW S$ 
TENGEN GAMES IN VIDEO STORES 


Video Trend, MVC, and Best 
Video. Among the major chains 
carrying the games are Action 
Video and Blockbuster Video. Ini- 
tially, 42,000 stores will sell 
Tengen’s games throughout the 
United States. 


THREE FANTASY-ADVENTURES FOR NES 


Three new fantasy games for 
Nintendo are due soon from 
Hudsonsoft: Princess Tomato in the 
Salad Kingdom, Mendel Palace, and 
Adventure Island II. 

Long a popular game in Japan, 
Princess Tomato in the Salad Kingdom 
takes place in the magical land of 
Saladoria. This once-orderly world 
of vegetables is now in chaos be- 
cause of the evil antics of Minister 
Pumpkin. The sinister gourd has 
not only kidnapped Princess To- 
mato and hidden her away in the 
Zucchini Mountains, but has also 
stolen the sacred turnip — the 
emblem of Saladoria’s peace. It’s 
up to you — as Sir Cucumber and 
his trusty sidekick, Percy Persim- 


mon — to rescue the princess, re- 
turn the sacred turnip to its right- 
ful place, and squash Minister 
Pumpkin once and for all. 

In Mendel Palace, 
a little girl’s dreams 
turn dolls, ballerinas, 
and other innocent 
toys into blood-lust- 
ing creatures of 
death. Players must 
travel through 200 
levels and skillfully 
manipulate floor 
panels to eliminate 
the toysand rouse the 
child from her night- 
mares. 

Adventure Island 


Princess Tomato in the Salad Kingdom 


II continues the story of Master 
Higgins as once again he tries to 
free Fern Island by overcoming 
lethal beasties and bosses. (See re- 
view in this issue.) 
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NEW DISNEY TITLES FOR NES AND GAME BOY 


Three new games featuring Disney 
characters have been announced 
by Capcom, the company which 
released such earlier Disney titles 
as Mickey Mousecapades, DuckTales, 
Chip ‘n Dale Rescue Rangers, and 
Adventures in the Magic Kingdom. 


GAME PLAYER'S 


Capcom is licensing the characters 
from Walt Disney Computer Soft- 
ware. 

TaleSpin, for the NES, is based 
ona cartoon appearing on the syn- 
dicated Disney Afternoon TV show. 
Who Framed Roger Rabbit, for the 
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Game Boy, is loosely based on the 
hit movie of 1989. Another Game 
Boy game is as yet untitled, but 
will definitely star Mickey Mouse. 
Capcom says all of the games will 
be released in early or mid-1991. 


GSP 


hen Don Bluth’s 

Dragon's Lair hit the 

arcades in 1983, its 

success was so phe- 
nomenal that many experts pre- 
dicted it would revolutionize the 
videogame industry. By using a 
video laserdisc player, Dragon’s 
Lair offered true cartoon anima- 
tion with the interactivity of a 
videogame. It was like being in 
control of your own animated 
movie. But despite the enthusias- 
tic response, the predicted boom 
in laserdisc games never really 
materialized. 


In 1989, a shortened version of 
Dragon's Lair was released for the 
Amiga personal computer (see 
Game Player's, April/May 1989). 
Although this version didn’t use a 
laserdisc, the original graphics 
were accurately re-created with the 
Amiga’s outstanding 16-bit 
graphics. Now, with the release of 
Dragon's Lair for Nintendo and 
Dragon’s Lair: The Legend for the 
Game Boy, it has finally reached 
home videogame systems. 

Obviously, neither the NES nor 
the Game Boy can offer the cartoon- 
quality animation made possible 
by video laserdiscs. Nevertheless, 
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Dragon's 
Lair: 
The 

Legend 


Stephen Poole 


At the beginning of the game 
yeu can go either left or right. 

] nlike many other videogames, 
Dragon's Lair is circular, so you 
canreachall thescreens no matter 
how you start. 


Landing on these floating objects 
requires good timing. But don’t 

2 celebrate a successful jump too 
early —if yousink toolow, you'll 
lose a life on the spikes. 


Dirk can drop through a hole in 
the ground to reach Troll Village. 

3 Note the detail of the trolls’ 
mushroom houses, the scam- 
pering hare, and the wooden 
sign. 


To grab pieces of the Life Stone 
we riding in the coal car, stay 

4 at the front of the car, then an 
up and forward as you approac 
each one. 
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both versions have, in their own 
ways, broken new ground in the 
design and look of cartridge-based 
videogames. 

Both versions of Dragon’s Lair 
are being released by CSG Im- 
agesoft in conjunction with 
Sullivan Bluth Interactive Media. 
The actual development was done 
by MotiveTime, a company based 
in Walsall, England. After looking 
at both games, it’s easy to see that 
the developers did plenty of 
homework in order to capture the 
charm and feel of the original 
Dragon's Lair. (For a close-up look 


atthe development of Dragon’s Lair 
for the NES, see “Nintendo News” 
elsewhere in this issue.) Neither 
game looks or plays like any pre- 
vious game for the NES or the 
Game Boy. 

Developers Peter Cook, Mark 
Crane, and David Percival told 
Game Player's that the hardware 
limitations of the Game Boy meant 
that Dragon’s Lair: The Legend 
would have to be completely dif- 
ferent from its NES cousin. In the 
Nintendo game (which closely 
follows the laserdisc version), the 
action centers on Dirk the Daring’s 
attempt to rescue Princess Daphne 
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from the evil sorcerer Mordroc. To 
rescue Daphne, the brave knight 
must battle Mordroc’s forces until 
he reaches a final showdown with 
Singe, Mordroc’s pet dragon. 

In the Game Boy version, 
Princess Daphne and her maid es- 
cape the castle during Mordroc’s 
assault. They take with them the 
precious Life Stone — an ancient 
relic that gives unbounded power 
and eternal life to whomever pos- 
sesses it. To keep the Life Stone out 
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of Mordroc’s hands, Daphne’s 
maid uses witchcraft to smash the 
relic. She scatters the fragments 
(194 pieces in all) throughout the 
land before Princess Daphne is 
captured. Now it is Dirk’s job to 
find all the pieces. When he 
reassembles the Life Stone, he must 
take it to the Good Knight, who lies 
dormant in Mordroc’s castle. The 
stone will resurrect the Good 
Knight, insuring Mordroc’s defeat 
and restoring natural order to the 
land. 

Gathering the pieces of the Life 
Stone mightseema rather ordinary 
premise for a videogame. But the 
designers of Dragon's Lair: The 
Legend have pushed the Game Boy 
to its limits. The game uses a one- 
megabit cartridge (the same as the 
NES version, incidentally), and 
there’s only one unused byte. 

When you start the game, the 
screen says you're “Entering Game 
World,” and that’s a very appro- 
priate introduction. The world you 


No, you didn’t make a wron 
turn at Albuquerque! These lus! 

| Egyptian ruins are the backdrop 
foranother coal-car ride, this time 
above ground. 


This conveyor belt can give Dirk’s 
feet a rest, but be sure to jump 

2 over the spike just as you start 
your ride. 


It might appear that Dirk is fall- 
ing to his death, but actually this 
beam in the dungeons has an 
3 invisible counterpart to the right 
which you can use to make a safe 
(though bouncy) crossing. 


Aspinning skull looks ominous, 
but Dirk can hop onto it fora free 

4 ride to the ledge above. In fact, 
you can ride almost anything in 
the game that moves. 


The miner pushing wheelbar- 
rows of ore just above Dirk is 

5 characteristic of the care given to 
even the smallest details in the 
game. 


Dirk catches a ride on one of a 
proup of pterodactyls. They must 

ave been summoned from 
prehistoric times by the smash- 
ing of the Life Stone. 
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enter is made up of 58 screens in 
all, each with some of the best 
graphics ever seen on a Game Boy 
screen. To get around the lack of 
color, the designers have skillfully 
used shading to produce texture 
and depth. Combined with an al- 
most slavish attention to detail, 
they've created a game that’s truly 
a joy to see. 


There’s no time limit for col- 
lecting the pieces of the Life Stone. 
If you like, you can explore the 
whole domain without worrying 
about picking up any of the pieces. 
In keeping with the idea of re- 
creating a complete world, your 
movements in Dragon's Lair: The 
Legend are not restricted. At any 
point in the game, you can go left 
or right, forward or backward. 

Winning the game isn’t as 
simple as just wandering around 
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Your telephone connection to the hottest gaming hints, tips, and seerets for 
your favorite Nintendo’ games! 


Hear the game tips YOU want to hear by just pushing a button on your 
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the countryside, though. Even 
when you’resimply exploring, you 
still have tomake some very tricky 
jumps and maneuvers just tomove 
from one area to another. In fact, 
you can expect to lose several lives 
just finding out what objects will 
support Dirk’s weight. When you 
toss in the task of grabbing pieces 
of the Life Stone resting in some 
unlikely places, you've got a real 
challenge on your hands. 

Dirk’s possible movements 
have been kept toaminimum. You 
can walk left or right, jump straight 
up, and jump left or right. Dirk can 
also defy gravity by moving left or 
right during a fall — a very useful 
trick you should learn to master 
early on. But that’s all you need to 
find and grab every magical frag- 
ment. You start the game withnine 
lives, and you'll probably need 
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every one of them. There are no 
continues, nor a save-game fea- 
ture. 

Some pieces of the stone prac- 
tically fall into your lap, but 
reaching others can be very difficult. 
It’s not just a matter of coordina- 
tion, either. Although sometimes 
you have to be quick enough to 
clear a chasm or catch a ride on a 
scurrying rabbit, often you must 
look at reaching the stones as a sort 
of puzzle. For example, you may 
have to move ahead two screens to 
catch a ride ona skylift going back 
the way you came before jumping 
to a tree that allows you to enter 
the screen on which you began at 
just the right spot to snatch a 
stone...well, you get the idea. 

Dragon's Lair can be played in 
either slow or fast mode, but it’s 
almost certain you'll choose the 
slow speed the first few times 
around. The slower speed makes it 
easier to get acquainted with the 
surroundings and to find out Dirk’s 
jumping abilities, butit has another 
advantage, too. It significantly re- 
duces persistence — the blurring of 
moving objects thatis characteristic 
of the Game Boy’s liquid-crystal 
display screen. 

There are a couple of other 
features you can use to your ad- 
vantage. Dirk’s ability to move left 
or right while falling may be con- 


Dirk lopes eons a cemetery 
] that’s probably filled with some 
of Mordroc’s victims. 


Aware that someone might try 
to thwart his evil plans, Mordroc 
2 left this message for anyone who 
would dare to enter his castle 
and revive the Good Knight. 


Even the clouds seem filled with 
the evil that Mordrochas brought 

3 to the land. Is that a wicked face 
looking downat Dirkas hestrug- 
gles to reach the castle? 


Dirk rides a huge raven toward 
Mordroc’s castle. If you haven’t 
4 found all of the fragments of the 
Life Stone, you'll be sent back to 
complete your mission. 
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trary to the laws of physics, but it 
can come in handy, especially in 
the mines. Also, you can avoid the 
fatal results of a long fall by guid- 
ing Dirk from one game screen to 
another before he hits the ground 
(as long as he doesn’t land on a 
spike or some other dangerous 
object, of course). 

Dragon's Lair: The Legend has a 


simple story, but it’s really a chal- 
lenging game that requires you to 
view problems from different 
perspectives. At first, youmay find 
yourself repeatedly covering the 
same ground (especially in the 
mines, where you are returned to 
the entrance of the tunnel when- 
ever you take a spill). Butif you get 
tired of a particular scene, you can 
always travel ahead and return to 
the trouble spot later. 

Dragon's Lair: The Legend shows 
just how much can be accom- 
plished on the Game Boy. It proves 
that the future of hand-held gam- 
ing is promising indeed. 


GP 


Double Dragon Il 


I’ve had Double Dragon II: The 
Revenge for my Nintendo for 
about nine months. How do you 
defeat the boss at the end of the 
game? Are there any continue 
codes for this game? 

To defeat the acrobats at the 
end of level 2, position yourself 
between the two enemies in the 
middle, then do the spinning cy- 
clone two or three times. This also 
works at the end of mission 8. 


Brian Sauer 
Wisconsin 


When you enter the boss’s chamber, 
he'll be in the upper right corner and 
you'll be across from him on the left. 
As soon as you appear, charge at him 
using the jumping knee thrust. Back 
him off the screen so you can’t even see 
him. Even though you won't see the 
action, every time you hit him he'll fall 
down. Stand in that spot and keep 
using the same move — you'll be 
striking him every time he stands back 
up, and pretty soon he'll never get up 
again! 


Super Hang-On 


Your Sega Genesis readers might 
find these unique passwords and 
tips for Super Hang-On helpful. It 
took weeks for me to get this far 
in original mode. 

Level 1: $4,752,200 in the bank 
to buy high-speed equipment. 


Do you have any questions 
about your favorite video- 
games or computer games? 
Or do you have any hints and 
tios to share with your fellow 
game players? If so, write to 
The Tip Sheet, Game Player's, 
P.O, Box 29364, Greensboro, NC 
27429. Due to the volume of 
mailwe receive, we regret that 
we cannotreply individually by 
mail to game questions. 


The password is 2BZ04000Z00000 
/ ZIALCKIDDFCDMS. 

Level 5: $1,219,600 in the bank 
to buy more equipment. The 
password is 5DF2C342F35434 / 
99OPCH9ID8BLLUS. 

And here are several tips: 
Don’t buy the $500,000 motorcycle 
frame. It breaks just as easily as 
the $128,000 frame. Do buy the 
best brakes and tires you can af- 
ford. Accumulate money by win- 
ning in original mode, then buy 
good equipment and switch to 
arcade mode for faster races. And 
when passing other motorcycle 
racers, don’t try to speed by them. 
Instead, ease up behind them; 


they'll let you by without trying 
to run you off the road. 


Chris Euton 
Georgia 


Thanks for the hints. We're sure they'll 
be appreciated by everyone who's 
hung-up on Super Hang-On. 


Bonk’'s 


Adventure 


I have a TurboGrafx-16 tip for 
Bonk’s Adventure which enables 
you to skip the first part of level 5- 
3! After falling down the narrow 
area into the water, swim up and 
tothe right as far as possible. Next, 
jump out of the water to the right 
(it may take a couple of tries). 
Amazingly, you'll land on top of 
the wall! Now if you walk to the 
right, you'll fall over the wall and 
land on the other side, next to the 
elevator. 


Steven Morrison 
Nova Scotia, Canada 


Thanks for the tip. 


Dragon Warrior 


I need a lot of help. My uncle is 
playing Dragon Warrior, and he 
has maximum energy, gold, and 
is on the 30th level. But we can’t 
find the dragon lord. I also heard 
that we'll need some stones. If 
that’s true, where and how do I 
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get them? 


Mariette Flores 
Nevada 


The Stones of Sunlight are hidden in 
the cellar of the castle in which you 
begin the game, so you've long since 
passed them. When you're inside the 
castle, go to the upper right corner of 
the first floor. Open the door there and 
you'll see a salesman and another per- 
son. Now you’ re just outside the castle. 


Travel to the right around the castle’s 
outer wall to reach the dungeon where 
the stones are hidden. Be careful — 
stay right beside the wall or you'll 
leave the castle entirely. 

To find the dragon lord’s castle, 
first study the map of the land. There’s 
aspot where two fingers of land almost 
join (it’s left of Rimuldar). Use the 
Rainbow Drop at that location to make 
the Rainbow Bridge appear, then travel 
across it to explore another section of 
the land. 
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WE'VE DECLARED WAR ON HIGH VIDEO GAME PRICES 


NINT. 

C Adv. Magic Kingdom $39.95, 
O All Pro Basketball 34.95 
O Al Unser’s Racing 39.95 
O Arch Rivals 34.95 
O Arkista's Ring 29.95 
O Back to the Future 2&3 39.95 
O Bandit Kings Anc. China TBA 
O Bases Loaded 2 39.95 
O Batman 34.95 


Narc 


Orb 3-D 
Pictionary 
Pinball Quest 
Pipe Dream 


Muppet Adventure TBA 


Nightmare on Elm Street 
Ninja Gaiden 2 
Nobunaga’s Ambition 
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Bases Loaded 
Batman 

Boxxle 

Bubble Ghost 
Bug's Bunny Castle 
Castlevania 

Cosmo Tank 
Daedalian Opus 
Dexterity 


39.95 
39.95 
44.95 
49.95 
32.95 
39.95 
29.95 
34.95 


DuckTales 


Ihave a question about Disney's 
DuckTales for Nintendo. You 
know the part where there are 
these bees you can’t kill? You 
know when Launchpad is in a 
helicopter and you pogo-jump on 
the rope with your cane? How do 
you get Launchpad to move his 
helicopter? Do you go up the rope 
or do you press A or B? 


Allen Bowers 
New York 


You don’t have to do anything to get 
Launchpad to move the helicopter — 
he does it himself. You just stay on the 
rope and wait to jump on the other 
side. 


Double Dragon 

Dragons Lair 

Fist of North Star 

Fortress of Fear 

Gargoyle’s Quest 

Ghostbusters 2 

Heavyweight Boxing 

Hyper Lode Runner 

In Your Face 

Kwirk 

Light Boy Accessory 

Lock ‘N Chase 

Malibu Beach V-Ball 

Mercenary Force 

Motocross Maniacs 

NBA All-Star Chall. 

NFL Football 

Nemesis 

Paperboy 

Penguin Wars 

Pipe Dream 

Quarth 

Shanghai 

epee The Mystery Shop is under the bridge 

Soles aa , on the right side of the screen. The door 

uper Scrabble zeaigkanee 

Wheel of Fortune-Family 39.95 Tehaae Mutant is invisible, however, so you need to 

move upward in the general area until 


Win,Lose or Draw 29.95 Ninja Turtles 
you finally uncover it. 


O Battle Chess 34.95 
O Battle Tank 32.95 
O Beetlejuice 34,95 
O BIGFOOT 37.95 
O Cabal 36.95 
O Captain Skyhawk 44,95 
O Castlevania 3 42.95 
O Caveman Games 39.95 
O Chessmaster 39.95 
O Days of Thunder 44.95 
O Destiny of an Emperor 44.95 
O Dick Tracy 42.95 
O Dirty Harry 42.95 
O Double Dragon 29,95 
39.95 


RBI Baseball 2 
Remote Control 
Rescue Rangers 
Robocop 
Romance of 3 Kingdoms 
Sesame Street ABC 
Sesame Street 123 
Skate or Die 2 
Solstice 39:95 
Solar Jetman 44.95 
Spot 39.95 
Street Fighter 2010 39.95 
Super C 35.95 
Super Off-Road 39.95 
Swords & Serpents 39.95 
Tecmo Bowl 39.95 
Teenage Mutant 

Ninja Turtles 35.95 
TMNT: The Arcade Game TBA 
The Punishers. TBA 
The Simpsons 39.95 
Thunderbirds 32.95 
Tombs & Treasures 39.95 
Top Gun: Second Mission 37.95 
Total Recall 39.95 


36.95 
29.95 
39.95 
34.95 
54.95 
29.95 
29.95 
29.95 


River City 


Ransom 


Can you tell me where the Mys- 
tery Shop is in River City Ran- 
som? I’ve been looking every- 
where, but I can’t seem to find it. 


0 Double Dragon 2 
O Dragon Warrior 2 TBA 
O Dragons Lair TBA 
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0 Dungeon Magic 44.95 
O Dusty Diamond Softball 29.95 
O Fast Break 39.95 
O Gauntlet 2 45.95 
O Genghis Khan 49.95 
O Ghostbusters 2 19.95 
O Goal 

O Hollywood Squares 

O Hoops 

O Hunt for Red October 
O Image Fight 

D Jeopardy-25th Anniv. 
5 Journey to Silius 

O Kid Kool 

O Klax 

O Little League Baseball 
O Loopz 

O Ms. Pac Man 

O Mad Max 

O Mafat Conspiracy 

O Maniac Mansion 

O Mega Man 

O Mega Man 2 

0 Mega Man 3 

O Mission Impossible 


PHONE ORD 


Jack Chong 
Ontario, Canada 


No00nDo0ooooDoooooOoOooooooooooooOoOoooooooD 
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World GP(Andretti's) 39.95 Wheel of Fortune 


ISA & MASTERCARD accepted ¢ No surcharge for 
credit card orders * Your card is not charged until we ship » No shipping 
~ Icharges on backorders for currently available product(s)*Separate orders 
5 for product(s) not yet available *Two weeks clearance on personal and 
company checks * No C.0.D.'s « We will gladly exchange defective 
» Icartridge(s) for the same title only within 30 days of purchase. No other 
exchanges or refunds will be given. All items subject to availability. 
Prices subject to change without notice * SALES TAX: FL residents add 
6% to order. 
SHIPPING POLICY: Continental US : All orders ship via UPS Ground 
for $3.50 or UPS Blue Label (2nd Day Air) for $6.00 * Alaska,Hawaii & 
> | Puerto Rico: Call/write for info. Canada: All orders ship UPS-call for rates. 
VGE ¢ 1120 Holland Drive #16 * Dept PL12 + Boca Raton, FL 33487 


: 407-241-8511 FAX ORD : 407- 241-8609 
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Used Used 


We Sell Used/We Buy 


We Sell Used/We Buy 


Afterburner II 34.95/18.00 Moonwalker 34,95/ 18.00 
Air Diver 29,95/15.00 Mystic Defender  29.95/15.00 
Alex Kidd 29,95/15.00 Pat Riley 
Ammold Palmer Golf 34.95/18.00 Basketball! 39.95/25.00 
Atomic Robo Kid 39.95/23.00 Phantasy Star ll 44.95/25.00 
Budokan 34.95/18.00  Phelios 34.95/ 18.00 
Buming Force 34.95/18.00  Populous 34.95/ 18.00 
Buster Douglas Rambo Ill 29.95/15.00 
Boxing 39.95/23.00 Revenge of Shinobi 34.95/ 18.00 
Columns 34.95/18.00 Shove It 24,95/ 12.00 
Crackdown 39.95/23.00 Soccer 29.95/ 15.00 
Cyberball 39.95/23.00 Space Harrier ll 29.95/ 15.00 
Dan Do 34.95/18.00 Super HangOn —29.95/ 15.00 
Dick Tracy 39.95/23.00 Super Hydlide 29.95/ 15.00 
E Swat 39.95/23.00 Super Monico GP 39.95/20.00 
Final Zone 34.95/18.00 Super Thunder 
Fire Shark 34.95/18.00 Blade 29.95/ 15.00 
Forgotten Worlds 34.95/18.00 Sper Volleyball —39.95/23.00 
Ghouls 'N Ghosts 29.95/15.00 Sword of Vermillion54.95/30.00 


Golden Axe 39.95/20.00 Target Earth 29.95/ 15.00 


Ghostbusters 34.95/18.00  Technocop 39.95/23.00 
Hell Fire 34.95/18.00 Thunderforce ||  29.95/15.00 
Herzog Zwei 29.95/15.00  Thunderforce ili —39.95/23.00 
Insector X 39.95/23.00 Tommy Lasorda 
Joe Montana Baseball 39.95/20.00 
Football 44.95/25.00 Trampoline 34.95/ 18.00 
Klax 39.95/25.00  Truxton 29,95/ 15.00 
Last Battle 29.95/15.00 Zoom 29.95/ 15.00 


Highest Prices Paid for 
Nintendo and Genesis Cartridges 


‘We will pay more for your Nintendo & Genesis cartridges than any other company. 
Enclose a current pricelist with your cartridges if you can find any higher buy back 
prices. We will pay at least $1.00 more for EACH Nintendo & Genesis cartridge 
‘and send you a check within 48 hours of receiving your cartridges. 


Call for New Genesis/Lynx Titles 


Titles in ita/ics are newer and may or may not be available, please call for 
availabilty. All Used Genesis Cartidges must include box and instructions. All 
Used Cartridges have a 90 Day warranty and are subject to availability 

Although prices are subject to change without notice, most prices will be 
effective through January 31, 1991. We reserve the right to refuse any sale or 
purchase, Allow 14 working days for personal checks to clear, send money order 
for faster processing. Due to the nature of game cartridges, we are unable to 
give refunds. For shipping, add $4.50 for the first two cartridges and $.50 for 
‘each additional. Alaska, Hawaii & Canada $10.00 min, Calf Res add 6.75% tax. 
you are unclear about any of our policies, procedures or prices, please call 


Send your Cartridges to: 


BRE Dept. GP12 


Software 
352 W. Bedford, Suite 104 
Fresno, CA 93711 


(209) 438-4263 No Credit 
FAX (209) 432-2599 Card Surcharge 
pet oe eee ee =_—_ 
Send me your FREE Price List/Catalog GPt2 


Name, 
Address 
City 


Money Order. 
Credit Card, 


Game Quest 
1-800-621-6862 


WE Buy your used Games 


MepeyNcGeneseiw nc co uscc ames: 


NEWNintendo 
$49.95 BanditKings 59.95 amesanasimviations 
49.95 LowG-Man 49.95 PO 8193 


7-Up Spots 

Yo! Noio 

Warm, 45.95 LitieNemo 49.95. Cowmovs Ono. 43218 
Send Check or Money Order + $4.00S&H OHIO Res. ADD 5.75% TAX 


WE NOW HAVE GREAT PRICES ON OTHER NEW GAMES!!! 


GAME BOY: 


in 


A.V. Distributors Is always 
First with the 
Hottest Releases: 


The Simpsons 
Nightstalker 
BeetieJuice 
Showgun Fource 
Monster Master 


Gameboy Nintendo 


FREE 


CASH FOR NINTENDO 


SEND YOUR NAME AND ADDRESS NOW 
FOR FREE LIST OF GAMES WE BUY. 


FUN—N- GAMES 


5350 JACKSON DR. #219 * LA MESA, CA 92042 
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7 
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NINTENDO 
ATARI - SEGA 
INTELLIVISION 
COLECOVISION 
GAME BOY 
SEGA GENESIS 
THOUSANDS OF NEW & USED 
GAMES IN STOCK 
ASK ABOUT OUR 
GAME EXCHANGE PROGRAM 


CALL US FREE! 
1- C 
GET THE GAMES YOU WANT! 


@ Showroom - 953 W. Huron * Waterford, MI 48328 @ 
©000000008888TOOCOOe 


or 
S 
S 
ox 
a 
= 
O 
wz 
es) 


IBM + COMMODORE 64&128 + AMIGA 


1000's of Public Domain/Shareware pro- 
grams on 100's of disks. Categories include 
games, education, business, music, graph- 
ics, utilities and more. Free listing or $1 for 
large descriptive catalogue (specify com- 
puter). Disks O'Plenty 7838 Pines Blvd., Suite 
270-P, Pembroke Pines, FL 33204 


Largest Selection at lowest Prices 


Sega Genesis 


For a FREE catalog write: 


A.V. Distributors 

16451 Space Center Bivd. 
Houston TX 77058 

Call 1-713-486-1123 
Please encolse $1 or 4 (25 cent) 
stamps for handling 


NEC TurboGrafx 


Super Mario III or Wizardry 

Your choice $54.99 +Free Shipp’ 
Send check or money order to: 
Montclair Video Game Outlet, 
P.O. Box 453, Montclair, CA 91763 

Calll (714)526-5133 to join our mailing list. 
Our mailing list members get first chance at all our specials 
(Free Shipping in continental U.S. only) 
Alll games subject to availability 


add 6.75% tax| 


Zachary's 
Game Factory 


@eeeeeneneveeeed 


Send two 25-cent stamps for price list to: 
Zachary's Game Factory e 
P.O. Box 607 Duluth GA 30136 e 


for your 
NEW Genesis System $172.00 
NEW Turbo Grafx System $147.00 
New Nintendo Games 
The Arcade Game $46.95 
Mega Man 3 $46.95 
The Simpsons $41.95 
New Genesis Games 
Joe Montana $43.95 
| Strider $59.95 
| 
| VIDEO GAMES UNLIMITED 
| P.O. Box 33356 
Cleveland, Ohio 44133 
Send check or money order + S/H (2.75 Games/ | 
$6.00 Systems) Ohio residents add 7% SALES TAX. 


NESIS - GAMEBO 


Wecarrythefull 
DOC'Sline! 


The Video Game Specialists 


24 HOUR BAe 
214) 218-5800, c=tiess) 
We can accept VISA and MASTERCARD orders by phone. Money Personal A rade’ 
AVATAR 7800" shpwitin24houe Alganesaretandvew aaugnourpies | ATAPL 


resemble other’s charges for used games. UPS shipping and 
a insurance is 50 cents per game cartridge and $5 per game system. 
(we Vse0e)— © 9) Texas residents must pay 7.25% sales tax. A single $3 processing 

charge is assessed per order. Prices subject to change. New JOYSTICKS 
releases subject to availability. We are a member of the Better 


ATARI aK 5200” Business Bureau of Dallas, and have been serving our customers ACCESSORIES 
since 1986. Compare our service and selection with ALL others. 
HAND HELDS 


GAME BOY HERE AR W EXAMPLES INTELLIVISION ™ 


SEGA GENESIS TURBOGRAFX-16 GAME BOY ATARI LYNX NINTENDO. 

Game System $179.95 Game System $139.95 Game System y Game System $159.95 TOO MANY TO LIST 
Video Monitor Cable $12.95  Turbografx-CD Player $359.95 —_ Hard Carry Case i Blue Lightning $34.95 SEND FOR CATALOG 
Power Base Converter $34.95 —_Turbostick Controller $37.95 Baseball H Chip's Challenge $34.95 
Control Pad $19.95  Turbobooster Accessory $32.95 —Alleyway i Electrocop 334.95 
Arcade Power Stick $44.95 — Turbotap Accessory $17.95 Tennis H Gates of Zendocon 334.95 SEGA MASTER SYSTEM 
Deluxe Joystick $34.95  Turbopad Controller $17.95 Super Marioland K Rampage 34.95 Master System II $59.95 
Thunder Force II $52.95 China Warrior $37.95 Castlevania i Slime World 34.95 California Games $37.95 
Last Battle $47.95 Fighting Street $49.95 Motocross Maniacs A Warbirds 34.95 Jackson Baseball $49.95 
Ghouls N Ghosts $52.95 Pac-Land $39.95 Revenge of Gator 4 Xenophobe 34.95 Montana Football $29.95 
Zoom $37.95 Cratermaze $39.95 Solar Striker E Zarlor 34.95 Douglas Boxing $29.95 
Alex Kidd $34.95 Jd. & Jeff $39.95 Kwirk ! 3-D Barrage 34.95 Riley Basketball $29.95 
Rambo III $47.95 Chew-Man-Fu $39.95 Bugs Bunny : Gauntlet Il! 39.95 Choplifter $29.95 
Ghostbusters $44.95 Last Alert $49.95 Hyper Loderunner 3 Klax 39.95 Phantasy Star $44.95 
Forgotten Worlds $52.95 Bravoman $49.95 Golf i Paperboy 39.95 Fantasy Zone $29.95 
Mystic Defender $52.95 Drop Off $39.95  Q-Billion d Roadblasters 39.95 Alex Kidd- M/World $29.95 
Truxton $52.95 King of Casino $42.95 Nemesis 3 Rygar $39.95 Wonderboy Ill $49.95 
Dick Tracy $44.95 The Legendary Axe $39.95 NFL Football ! Chess Challenge $39.95 Psycho Fox $37.95 
Mickey Mouse $44.95 Bonk’s Adventure $49.95 Bases Loaded i Dick Tracy $29.95 
Moonwalker $44.95 Valis Il $49.95 Bowling i! ATARI 7800 Moonwalker $29.95 
Super Thunder Blade $47.95 Dragon's Curse $39.95 Spiderman $29: Game System 69.95 Mickey Mouse $37.95 
Space Harrier II $47.95 — Timeball $42.95 Wolan’s Curse : Centipede $14.95 Columns $27.95 
Super Hang-On $47.95 Dragon Spirit $42.95  Boomer’s Adventure A Choplifter $14.95 Paperboy $37.95 
Afterburner Il $44.95 Galaga '90 $27.95  Catrap Q Deluxe Asteroids $14.95 E.Swat $37.95 
Revenge of Shinobi $57.95 — RAlype $59.95 Hatris 95 Dig Dug $14.95 Super Monaco GP $37.95 
Golden Axe $57.95 Vigilante $49.95 Pipe Dream i Food Fight $14.95 Ghouls N Ghosts $37.95 
Super Monaco GP $44.95 Final Lap Twin 49.95 Soccer Mania i Galaga $14.95 Raype $37.95 
Cyberball $44.95 Space Harrier $59.95 Dragon's Lair ’ Joust $14.95 Golden Axe $39.95 
E-Swat $44.95 Bloody Wolf $54.95 Kung Fu Hero i Ms. Pacman $14.95 Black Belt $29.95 
Strider 64.95 Splatterhouse $54.95 Lock N Chase i Robotron $14.95 Cyber Shinobi $37.95 
Columns $27.95 Moto Roader $42.95 Side Pocket d Xevious $14.95 Double Dragon $37.95 
Lasorda Baseball $57.95 Victory Run 27.95 Fist of North Star * PLUS MANY MORE « Dead Angle $37.95 
Riley Basketball $44.95 Magical Dinosaur Tour $49.95 —_Boxxle i Wanted $29.95 
World Soccer $34.95 Dungeon Explorer 49.95 Bubble Ghost ATARI 2600 ° PLUS 80 MORE e 
Palmer Golf 49.95 Neutopia 49.95 Wheel of Fortune i Game System $29.95 
Douglas Boxing $44.95 Double Dungeons. 49.95 Jeopardy i Bump N Jump $14.95 
Montana Football 44.95 Y's Book | & Il 49.95 Shanghai i Kung Fu Superkicks $14.95 COLECOVISION 
Wrestle War 44.95 Blazing Lazers $49.95 Chessmaster i S/Challenge Baseball $9.95 Game System $79.95 
Phantasy Star II 69.95 Fantasy Zone $37.95  Fastrack uy S/Challenge Football $9.95 Hand Controller $19.95 
Sword of Vermillion 69.95 Monster Lair 49.95 Battleship x Lock N Chase $9.95 Jungle Hunt $29.95 
Herzog Zwei 39.95  Ordyne $49.95 Popeye : International Soccer $9.95 | Mr. Do $14.95 
Budokan 44.95 Deep Blue 39.95 Paperboy y Glacier Patrol $9.95 Donkey Kong Jr. $14.95 
Populous 44.95  Cyber-Core $49.95 Loopz } Universal Chaos $9.95 Defender $14.95 
Zany Golf 44.95 Final Zone Il $49.95 Balloon Kid ' Bogey Blaster $9.95 Tarzan : $19.95 
Shove-It 37.95 Psychosis 39.95 Dr. Mario ; ¢ PLUS 70 MORE ¢ Cabbage Patch Kids $19.95 
Target Earth 49.95 Devil's Crush $49.95 Penguin Wars i Kung Fu Superkicks $24.95 
Fire Shark 47.95 Alien Crush $39.95 Ishido ‘ ATARI XE Pitfall $19.95 
Air Diver 47.95 Power Golf $49.95 Snoopy F Game System $99.95 Decathlon $19.95 
Super Hydlide 52.95 World Class Baseball © $39.95 —_ Fantasy Island : Joust $17.95 Buck Rogers $19.95 
Hell Fire 49.95 World Court Tennis $39.95 Batman K Millipede $14.95 Rocky — $24.95 
Whip Rush 47.95 Takin’ It To The Hoop $39.95 — Flipull M Ballblazer $19.95  Burgertime $29.95 
Atomic Robo-Kid $47.95 Klax $42.95 Double Dragon H Food Fight $19.95  Choplifter $29.95 
Dando 47.95 Military Madness $49.95 Light Boy t Pac Man $14.95 Rock N Bolt $19.95 

* PLUS OTHERS » * PLUS OTHERS ¢ * PLUS OTHERS « * PLUS 20 MORE « * PLUS 60 MORE 


FOR A COMPLETE CATALOG ELEGAMES USA ) 


SEND YOUR NAME, ADDRESS, AND MACHINE TYPE 
PLUS $1 FOR POSTAGE AND HANDLING TO: BOX 901S * LANCASTER, TEXAS 75146 


THE 
HIGHEST 
PRICES!! 


GAMES 


18.95 |CIRCUS CAPER, 


TITLES 
FOR NEW GAMES 


[We Sell Gi 


[e0LGo-13 


IMARVEL'S X-MEN. 


RADE-IN YOUR OLD 


We Buy 


We Sell |GAMES 


32.95 |SESAME STREET ABC 


AT THE 
LOWEST 


PRICES!! 


Buy |We Sell GAMES 


[TOP SECRET EPISODE 


720.95 [CITY CONNECTION 


[e0LG0-13 11 


MASTER CHU 8 THE DRUNOUROHY 


[TOTAL RECALL 


[CLASH AT DEMONHEADS. 


[GOONIES 1 


MATCH PLAY. 


28.05 |SHINGEN 


[TRACK AND FIELD. 


[CHUBBY CHERUB: 


GOTCHA. 


MECHANIZED ATTACK 


29.95 |SHINOBI 


[TRACK AND FIELD 1 


[CASTLEVANIATI SIMONS QUEST| 18.00 


[aRADius 


MEGAMAN I 


82.95 [SHOOTING RANGE 


[TROJAN 


[CLASSIC CONCENTRATION | 12.00 PAIX MEGAMAN [SHORT ORDER/EGGSPLOOE! [TURBO RAGING 
[CLU GLU LAND. 8.00 [1 METAL FIGHTER. [SIDE POCKET [win COBRA 
[COBRA COMMANt rE AR METAL GEAR. [SILENT ASSAULT. [TWIN EAGLE 
(COBRA TA [METROID [SILENT SERVICE USM. HARRIER 
[MICKEY MOUSEGAPADES [SILKWORM [ULTIMA 
MIGHTY BOMB JACK. [SKATE OR DIE [URBAN CHAMPION. 
[ADVENTURES OF BAYOU BLLY | 11. MYKE TYSON'S PUNCH-OUT [SKULL AND CROSSBONES. VEGAS DREAM 
[ADVENTURE ISLAND. 95. lal MILLIPEDE [sicy SHARK [VINDICATOR 
[ADVENTURES 12.00,1591.95 {HARD ORIVIN' MILON'S SECRET CASTLE. [skvKa0, VIPER 
AFTER 4 [HEAVY BARREL [MISSION COBRA [SKYSCRAPER VOLLEYBALL 
[AIR WOLF. sTAL Mi 17.95 [HELL RAISER. MISSION IMPOSSIBLE [SLALOM WAR INTHE MIDDLE EARTH 
[AIR FORCE [MONSTER PARTY [SNAKE'S REVENGE WEBWORLD 
[AIR Fé 14.00 10,00 | 19.98 |HOLL) 16.00 | 91.95 [MOTO CROSS MANIACS [SNOOPY WHEEL OF FORTUNE: 
[ALUNSER RS ICYCLE SHOOTING 712.00 | 28.95 [HOMEgWEET HOME 728.96 [MS. PACMAN [SOCCER WHEEL OF FORTUNE JR. 
[ALIEN SYN DANCE AEROBICS. 17 16.00%},29.05 [MTV REMOTE CONTROL 726.05 | WHEEL OF FORTUNE FAMLY EDTION 
[ALL PRO BASKETBALL J [DASH GALAXY IN THE. Aen 7000 x iE 12.00 [MUPPET ADVE} 27.95 |WILD BOYS 
[ALPHA MISSION FOO | 1638 Lasvum 77 ROCKS, 72.00 | 26.884 MUSCL! 32.96 [WILD GUNMAN 
71.00 | 27.88 | DEADLY TOWERS 70.00 FOR, 12.00 | 26.95 16.95 [WILLOW 
DEFENDER IL 15.00 IDE 5.00 _| 10.98 17.95 |WIN, LOOSE OR DRAW 
DEFENDER OF THE CROWN 7 o 9.00 | 17.96 79.95 [WINTER GAMES 
IDEMON SWORD 18.00 KEY 00 | 17: °26.08 |WIZARDRYWIZARDS AND. 
[DESERT COMMANDER 13.00 o 70.95 FRUNIA 17.95 | WARRIORS 
[DESTINATION EARTH STAR | 18 i HORS I 724.96 [WOOD AND WATER RAGE 
DICK TRACY Ta o Ex 726.96 | WORLD CHAMPIONSHIP WRESTLING 
DIG DUG H TH o i 95 ISTAR VOYAGER. 76.95 |WORLD GAMES 
[ADVENTURES OF DINO Bukthl¥ in 175, [0} 8.00 _| 1695 [STARSIGP HECTOR "34.95 [WORLD GP 
[DODGE BALL 11.98 10.00 _| 22.98) [STEALTH ATF 17.98 |WORLD RUNNER (@-D) 
[DONKEY KONG 22.96, 24.95 | Y, 76.00_| 26.95 (STING! 720.05 [WRATH OF THE BLAGK MANTA 
DONKEY KONG JR 98 78. TER 17.00 _| $2.98 |STRE 726.95 [WRECKING CREW 
DONKEY KONG 3 72 TED. 00 | 20. 18.00 _| 29.95 [STAI 72496 [WRESTLEMANIA 
DONKEY KONG CLASSI TX JACK NICKLAUS GOLF fo. 72.00 | 22.95 [SU 31.96 [KENOPHOBE 
DONKEY KONG 18.00 UACKAL z 723.96 {9UPER DODGEBALL 27.95 [XEVIOUS 
DOUBLE DAR 15.00 AWS rT 15. 96 JBUPER MARIO 1 495 [KEXYZ 
[JEOPARDY 96_[ PIPE ORI 76.00 [SUPER MARIO2 31.95 [xYBOTS 
*ARDY JA. [27.95 [PLATOON 70.004) 17.98 [SUPER MARIO 3 42.95 |ZANAC 
29.95 [POLICE AGA 712.965 25.95 |SUPER OFF ROAD 34.95 [ZELDA 
[BASES LOADED (00 $17.05 | POPEY! gp | 22.95 |SuPER PASSWORD. 2695 
[BASES LOADED 1 rT MB HY z VS. 14 95 | [SUPER PITFALL 2695 
[BASHI BAZOOK 18.00 | 29.95 [DRAGON POWER 1 iEY TOSI ATOR JUPER RALLEY 7295| GAME BOY 
[BATWAN 720.00 | 37.98 [ORAGON WARRIOR 12.00 | 26. 10.00) 17. TOMATOIN THE: ER RESCUE EY GAMes. 
[BATTLE OF OLYMPUS: [DRIVING GAME 7.06) 18.4 SR OF WAR Ex YER SPIKE VOLLEYBALL 26.95 |ALLEYWAY 
[BIG FOOT 18.00 [DUCK HUNT KA \CING 7.95 FRUPER SPRINT 27.95 [BASEBALL 
[BIONIC COMMANDO r DUCK TALES 1 Kai 2 IER SUSHI PINBALL 26.95 |BASES LOADED 
[BLACK BASS. DUNGEON MAGIC KICL 7.00 IER TEAM GAMES. 726.95 | BOOMER S ADV. IN ASMIK WORLD 
[BLADES OF STEEL DUSTY AMCRO'S AL STAR SOFTEAL |, KID 18.00 JPER TRUCKS. 26.95 [BOXXLE 
[BLASTER MASTER DYNOWARZ Kio CK [SUPERMAN 26.95 [CASTLEVANIA 
[BOMBERMAN 18.00 | 28.96 [ELEVATOR ACTION. 12.00 | 26.96 [KIO NI RACE! £85 |T 4 C SURF DESIGN 17.98 |DAEDALIAN OPUS 
[BOOMERS ADV. NASMIK WORLD | 18.00 | 90.95 [EMPIRE CITY 15.00 | 28.95 [KING'S 32.05 |TABOO 6TH SENSE 1695 [DEXTERITY 
[BATTLE CHESS 16.90 | $2.96 [EVERT AND LEANDLTENNIS| 9.00 | 17.96 [KINGS OF 95 [TAG TEAM WRESTLING. 26.95 [OWEEBERS 
[BOULDER DASH 16.00 | 29.96 [EXCITE BIKE 18.00 | 17.05 [KLAX 7.98 [7 20.96 |FiST OF THE NORTH STAR 
BOWLING 42.00 | 26.95 | FANTASY ZONE 72.00 | 26.95 [KNIGHT RIDER 34.05 [JARGET, 90:96 [FLIPULL 
[BOXING 712.00 | 28.06 [FARIA 18.00 | 27.98 [KUNG FU 6.05 TARO’ [cour 
[BREAK THAU. 70.00 | 22.96 |FAXANADU 16.00 | 27.96 |KUNG FU HEROES 00 iF fe. 05 RT ATTACK 9.00 | 17.95 
[aUBBLE BOBBLE 18.00 | 28.98 18.00 | 2405 [KWIRK 14.00 “ALIEN 8.00 | 16.95 
[puc BUSTER 12.00 | 28.98 [FIGHTING GOLF 73.00 | 24.98 [LEGACY OF THE WIZARD 12.00 re Fi [7.00 Tis.0s 
[BUGS BUNNYS CRAZY CASTIE_| 14: 73.00 | 2495 [LEGEND OF KAGE ,00°F,39.95 [IVE 18.00) TEENAGE 
[BUGS BUNNY BIRTHDAY | 1200 | 28.95 |sHER PRICE: PERFECT FIT | 1400 | 27.95 |LEGENDARY WINGS 10.00 ROAQRURNER 15. FTEN YARD E1 & 
[BUMP "N JUMP 12.00 | 22.96 [FiSTOF THE NORTHSTAR | 10.00 | 19.95 [LICENSE TO KILL 12.00 | 26 i 05 [TENNIS 6.00 
IBURAI FIGHTER 18.00 | 29.98 [FLYING DRAGON 12.00 | 28.96 [LIFE FORCE 10.00 | 16.95 [ROBO COP .95 [TERRA GRESTA 
[BURGERTIME: FORMULA 1 GRAND PRIX | 10.00 | 17.98 |LITTLE LEAGUE BASEBALL | 16.00 | 29.95 [ROBO DEMON 1400 | 26.95 [TETRIS (NINTENDO) 1 70.00 | 12.95 
[CABAL [FREEDOM FORCE 9.00 | 17.05 [LODE RUNNER. 14.00 | 22.98 [ROBO WARRIOR 10.00 | 19.98 [THE LAST STARFIGHTER, 16.96 
[CALIFORNIA GAMES, FRIDAY THE 13TH 13.00 | 24.95 [LUNAR POOL 718.00 | 27.98 [ROCK AND BALL 714.00 | 26.95 |THE PUNISHER 37.96 
[CALIFORNIA RAISINS [GALACTIC CRUSADER, 12.00 | 22.95 [MACH RIDER 8.00 | 17.05 [ROCKET RANGER, 19.00 | 35.95 [THEY'RE ALIVE q 95 
[CAPTAIN COMIC GALAGA, 70.00 | 19.95 [MAD MAX 16.00 | 92.08 [ROGER RABBIT 16.00 | 29.95 [THREE STOOGES: 20.98 [OK 1 
[CAPTAIN SKYHAWK 34.95 [GAUNTLET 18.00 | 29.96 |MAFAT CONSPIRACY 16.00 | $3.96 [ROLLER BALL 15.00 | 28.95 |THUNDERCADE. 18.00 | 26.98 [SHANGHAI 1 
[CARD SHARKS 28.96 [GENGHIS KHAN. 13.00 | 22.96 |MAGIC JOHNSON'S FASTEREAK | 16.00 | 29.95 [ROLLING THUNDER 1400 | 27.95 [TIGER-HEU. 7,00 | 17.96 | SKATE OR DIE: BAD. 10.00 | $9.05 
[CASINO KID 29.95 | GHOSTBUSTERS 16.00 | 32.98 [MAGIC OF SCHEHERAZADE | 16.00 | 77.95 [ROMANCE OF 3 KINGDOMS | 18.00 | 26.96 [TIME LORD 12.00 | 26.95 |SPACE INVADERS 
[CASTLE QUEST 19.96 [GHOSTBUSTERS I 110.00 | 19.95 [MAGMAX 10.00 | 22.95 |RUSHN ATTACK, 7.00 | 1495 |TOTHE EARTH 12.00 | "22.05 [SPIDER-MAN 9.00 | 17.95 
T™ 22.95 [GHOSTS AND GOBLINS | 18.00 | 28.95 [MAJOR LEAGUE BASEBALL | 8.00 | 1895 [RYGAR 1.00 _| 16.95 [TOMBS AND TRESURE 18.00 | 29.96 [SUPER MARIO LAND. 3.00 | 15.05 
[CHAMPIONSHIP BOWLING 31.96 [GOAL 16.00 | 29.98 [MANIAC MANSION 12.00 | 26.95 | SECRET WARRIORS 12.00 | 26.985 |TOOBIN™ 16.00 | 28.96 [TENNIS ‘800 | 15.98 
[CHAMPION SERIES. 26.96 [GOOZILLA ‘8.00 | 17.98 |MAPPY LAND 12.00 | 21.95 |SECTIONZ 6.00 | 13.95 [TOP GUNI 9.00] 1896 
[THE CHESSMASTER. 32.96 [GOLF- PEBBLE BEACH ‘8.00 | 17.95 [MARBLE MADNESS: 16.00 | 28.95 |SEICROSS 13.00 | 23.98 [TOP GUN I a0] 92.05 
[CHESTERFIELD 728.95 [GOLF-NINTENDO ‘4.00 | 17.95 [MARIO BROTHERS 15.00 | 28.95 |SESAME STREET 123 12.00 | 20.95 [TOP PLAYERS TENNIS 15.00] 29.05 


also IMPORTED GAME CASSETTES from JAPAN! 
NOW! (213) 792-1190 


+ Price may vary without notice. 


and Much Much More!! 


+ Video Gameland reserves the right to tum down any order. 


TERMS AND CONDITIONS 
All orders should be paid in full and must include sales tax and shipping. Money orders and personal checks will be accepted 
but no credit cards will be honored. C.0.D. orders will not be honored. All orders available in stock will be shipped within 7 
days. All orders what are not available may be cancelled or turned down by Video Gameland. Please allow 21 days for | 
personal checks, Residents from Canada, Hawaii, Alaska may call for shipping charges by phone. Prices may call for shipping 
charges by phone. Prices may vary depending on the area you live. Prices listed are cassette prices only. For Nintedndo and | 
Sega Games, we deduct $1.00 for missing instructions, $1.00 for missing box or slip case, $2.50 for missing controller or 3D 
glasses and $3.50 per game if a game needs to be returned to you. All California orders must pay a 6.75% sales tax. Refunds 
OF exchanges must pay a 5% handling charge or $3.50 amount whichever is greater. No refunds, credits or exchanges given | 
without prior notice. All new detective merchandise is warranted by the manufacturer only. All used games are given a 7 day 
guarantee trom their date or arrival. Both used and defective games can be traded in, only for the same game. Those ordering | 
in large amounts will be granted a discount. Used atari games are no longer accapted. 


ADDRESS 
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EXTRA! EXTRA! 


ULTIMATE 


about the Ultimate Game Club, what 
order companies or shopping at the 


WHAT IS THE ULTIMATE GAME 
CLUB? 

We are the largest mail order 
company of its kind where you the 
consumer can join and have the abil- 
ity to buy games at low prices, days 
and sometimes weeks before they 
come out anywhere else! Plus pur- 
chase certain products available 
only through us. 


WHERE ARE YOU LOCATED? 

We are at 1491 Boston Post Road. 
Old Saybrook, CT. 06475. We also 
have several stores in CT that you 
can stop in and see! Soon there 
be a store near you! 


1 on new games, release 
i products, what we buy 
your used games for call 1-900-TIP- 
LINE. 


HOW CAN | PAY FOR GAMES? 

We accept checks, Money orders, 
Master Card, Visa, American Ex- 
press, and Discover. With the Ulti- 
mate Game Club your order will not 
be held up for 3 weeks by sending a 
check. We clear all checks though 
Telecheck as fast as we receive 
them. 


WHAT POLICIES DO YOU HAVE? 
The last paragraph at the bottom 
of this ad will explain just about every 
tule and policy we have. These rules 
are to protect us and*you the.con- 
sumer So we can keep a good work- 
ing business relatiénshi i 


% 
WHAT DO YOU SEtL? 
Quite simply- ING 
sell both new and used games for all 
American and Japanese systems. 
We buy direct from the manufacturer 
to save you money as amember. We 


We deduct $2 for missirig 

Any refunds or exchi Ki 
credits or exchanges 
can only be exchanged for the same game. Wé 


ordered from us 


beyond our control. All 
tefunded- only credit wil 


_ sure- WE get them first! 


asrdetions, $1 for missing 
are subject to a 5% handiin 
thout prior authorization. All new defective merchandise is warranted b) 


indpa, 
itis, what we sell, how 
local stores. So h 

sell Nintendo, Sega | 
Turbo Grafx, Gai 


ee Famicom, 
leo Geo, FM Towns plus ai g 
other systems that will come out i 
the future. 


HOW ARE YOUR PRICES? 

As a member you are guaranteed 
the lowest prices no matter what! So if 
you see another company with a 
lower price call us- We'll match it as 
long as they have it in stock. There's 
pe need to shop anywhere else! We 

EY 


i new one. All used 
cts are guaranteed by us for 90 
days. All new Japanese products are 
guaranteed by us for 90 days. Basi- 
cally if you order anything at all you 

are guaranteed performance satis- 
faction for 90 days. We guarantee it, 

no matter what! 


WHERE CAN YOU SHIP TO? 

Everywhere! If you are alive and 
have an address or PO Box we'll get it 
to you. We ship anywhere in the world 
so please call us. Note: The toll-free 
number (800-TOY-CLUB) will NOT 
work outside the US. 


DO YOU STOCK WHAT YOU SELL? 

We stock almost everything that 
was ever made both new and used, 
American and Japanese. We have the 
largest stock of any mail order com- 
pany in this magazine-Call us! But 
remember call» fast, we sell out 
quickly! We of course do. not stock 
james that have not been released 
et- Thatwould be impossible. But'be 


HOW FAST DO YOU GET. NEW RE- 
LEASES? 


g charge or $3.50 whichever is greater. We 


b 0} /e make no guarantees for product performance. Onc 
must be paid, in advance. You must be a member to buy and sell games at club prices, or else pay 
you sell us unless you are a member, Please allow 4 weeks upon receipt of used games you plat 


box or slip cover, $2.50 for missing controlfes 


B TELLS ALL 


1-900-TIP-LINE 


ground freigh' x 
get them to their stone 
already received the game from 


HOW DO YOU SHIP? 
We can ship via UPS- ground, 2nd 
day and overnight, US Mail- 4th class 
and ist class, Federal Express-Stan- 
dard, Economy, Overnight Priority. 


HOW MUCH IS A MEMBERSHIP? 

The membership is free with any pur- 
chase over $50.00 or if you call 1-900- 
TIP-LINE. This costs only .95 a minute. 
Leave your name, address and phone 
number with area code. 


WHAT DO | GET FOR MY MEMBER- 
SHIP? 

The lowest prices. The best service. 
The ability to buy Japanese games and 
magazines. A free 32 page color cata- 
log/magazine of our own;"'Beyond 
Gaming" full of passcodes; articles, hints, 
tips etc.. on both Americai J 
nese games. You can al 
own hint book and VCR 


WHAT MAKES THE ULTIA 
CLUB BETTER THAN ANY 
ORDER COMPANY? 


2. We ship the 
3. We have the lai 


5. We have more knowledge and 
perience than anyone else! 

6. We pioneered the idea of selling 
video games by mail 1st! 

7. The Ultimate Game Club adver- 
tises in every issue! Unlike other compa- 
nies that have 900 #'s, or fly by night 
companies that advertise in one issue 
‘and are gone the next: The Ultimate 


il used 


ed games guaranteed for 
placed it cannot 


Iie pice Tor all 


be changed without authorization, 

it accessories and $5 more for any games. We also will pay you $2 less for games 

; us $0 we can process and test your games. Then we will send you a cr 

hin 30 days. ¢ 1989 Ultimate Game Club, Atari, Sega, Genesis, Turbo Grafx and Nintendo are registered trademarks and are not related nor endorsed by them. Prices subject to 

change without notice. We are not responsible for typographical errors. Some orders will take longer than 24 hours to process due to verification of orders, unavailabili 
prices listed aro member prices only. NOTE: Some of the items in this ad may not be in stock when you read this ad. All games that are preordered cannot be cancelled of 

Il be Issued towards a future purchase. All credits take 30 days to process. Memberships are non-refundable. UGC 1491 


rwhelming response to tell you, the customer, a little 
-ons of ordering through us instead of other mail 


ie Club has been in the very 
of the magazine you 
hand. M 


rooms you can visit and experi- 
ence- Not just a cold office and an 
empty warehouse! 

11. We set the standards and 
prices for the competition. Look at 
their ads, look at their prices, look 
at their ideas. Monkey see! Monkey 
Do! Try the rest then try the best! 

12. We buy direct! Who knows 
where the rest get their product. 

13. We buy used games for 
credit towards everything we sell! 

14, We were the 1st to sell Japa- 
nese games and systems by mail. 

15. We even buy used Japanese 
games for credit. 

16. We supply American transla- 
tions for all Japanese games and 
stems where available! 

17. We'll special order anything! 
they make it, we can get it! 

18. We also have tips, hints and 
dasscodes for the games you buy 
rom us, both American and Japa- 
ese! 

19 We ship to more places by 
more means than any other com- 
pany! 

20. We accept more methods of 


: payment than any other company. 


!hope this answered some of your 
questions. Those of you orderin 
from other companies give us acall 
and see what you think. Those of 
you who have never ordered by 
mail, please give us atry. We willdo 
our best to make your shopping 
experience a pleasure. 
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ShewMgn-Fu 45.99 Fire Shark 48.99 Gameboy- Call for info! Strider 99.99  Allgames are 78.99 F1-Curcis 
% tush 49.99 Mond Fight Palace 49.99 ‘Out Run 99.99 Super Darius Okinawa 
49.99 Phelios 49.99 NEO GEO American Darius Plus 99.99  CrazyCar Racing —_—Naxat Stadium 
4 45.99 Shadow Blaster 49.89 System 389.99 Legion ber Knighjt 
45.99 Trampoline Terror 42.99 System w/ 2 cont, Nam MEGA DRIVE Professional Baseball Violent Soldier 
45.99 Ka-Ge-Ki 49.99 ‘75 or Baseball 529.99 All Games Are 79.99 Battle of Bastille Honey in Sky 2 
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Buster Douglas Boxing 49.99 Riding Hero Space Invader '90 All Games 79.99 J shan 
Dick Tracy 49.89 Cyber Lip Burning Force Tricky 
Mickey Mouse 49.89 Baseball Stars 2 Batman 89.99 Son of Dracula 
Dynamite Duke 49.99 King of Monsters ‘Osumatsu 
Joe Montana F-Ball 49.89 Joy soy Kid New Zealand Story 
‘Wrestle: War 49.99 Ghost Fighter Rastan Saga II 
», et A 84.99 Boxing XDR indetblade 
yadow Dancer 88 — Super Spy Ringside Angel Fora free catalog write: 
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12/30/90. We do not accept Atari games. 


‘pit 
We return a game back to you. All CT orders must pay 8% sales 
les or specials at any time without prior notice. No refunds, 


days from ship date. All used & defective ga 
I games you wish to reserve 


it slip or games you've 


of product or other 


ston Post Road,Old Saybrook, CT 06475 
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LM 
WILD ARCADE ACTION PLUS CLASSIC PICTIONARY FUN! gy 


An NES® game that everyone in the family will enjoy playing? Not your family you 
say? Wait 'til you play LUN's Pictionary! 

Four thoroughly addictive arcade-type games will challenge the NES” champ in 
your family. The higher the score before the clock runs out, the more the hidden picture 
is revealed. Here's where the Pictionary fans take over, trying to identify the object 
before their time runs out. 

Most videomaniacs will want to hog Pictionary all to themselves for the arcade 
action. Others might choose to play 
the electronic version of the 

legendary board game. Better 
‘yet, everyone can join in on 
7 the fast-paced, video quick- 
draw super arcade action 
together. So, get ready for 
Pictionary like it's never 
been played before. 


ENTERTAINMENT Li] 
‘SYSTEM’ 


‘ Pictionary’ isa registered trademark of Pictionary Incorporated. © 1990 Pictionary Incorporated. Allrights reserved. Nintendo: Nintendo Entertainment System’ and the 
: official seals are trademarks of Nintendo of America Inc. ©1990 LJN Lid. Allrights reserved. 
¥ 


join the Caves of Fame; losers 
join.the fossils! 
Struggling-to sur- 
vive has never 
been-so fun! Get 
bashed, beaten, 
chased and ... 
eaten in the - 
greatest pre- 


Weer to sports 
: training - 2 million 
B.C.! Forget jogging 
and weightlifting- _ 
Caveman Games i is 
serious athletics: Six 
radical. Neanderthals 


compete in hilarious and 
dangerous events: Winners 


“caveman Games! © and TM 1990 Data East USA, Inc. 
1850 Little Orchard Street “Game: ©'1988 Dynamixy:inc.-All rights reserved. Package 
San Jose, California'95i25, 


Phone (408) 286-7074 


Design: © 1588 Electronic Arts. Manufactured by Data: 
East USA,:Inc; under license from Electronic 


\ove! pashin' 4 sy 


ipdterica challenge ever. 


It's-cooPcave action for one. 
to six players! 


Nintendo and Nintendo: cohen systern are 
oregistered 


ed: trademarks of Nintendo of America ne. 


Made with love’ by: 


<EIROMAG- 


Our goallis' to preserve classic video game! magazines so that 
they are not) lost permanently: 


People interested in helping out inany capacity; 
please visit us at fetromags.com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


If you| come) across anyone selling) releases from 
this site) please|do not/support them and do let us know: 


Thank you! 


